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THE FATE OF TWO CIVILIZATIONS IS IN YOUR HANDS. 


Take the reins of a battle-trained dragon and ride with the 
Asylians against legions of Mokai soldiers. Fight your way 
through this war-torn world using the SIXAXIS™ wireless 
controller as you savagely battle across both land and sky. 
The world is burning. People are dying. And for either civilization 
to survive, a hero must rise from the ashes. 


Visit www.esrb.org 
for updated rating 
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GAMING THAN PLAYING. , 
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THE DELL XPS™ M1710 IS THE ULTIMATE MOBILE GAMING RIG re | 
BUILT TO CONQUER ALL GAMERS...AkL PLATFORMS. , 


XPS M1710 


¢ INTEL® CENTRINO® DUO MOBILE TECHNOLOGY 
- INTEL® CORE™ 2 DUO PROCESSOR T7400 
- INTEL® PRO/WIRELESS 3945 INTERNAL 
WIRELESS (802.11A/B/G) 
¢ GENUINE WINDOWS VISTA™ HOME PREMIUM* 
¢ 2GB DUAL CHANNEL* DDR2 MEMORY 


a itm | | Windows Vista 
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* 512MB NVIDIA® GEFORCE® GO 7950 GTX | With Windows Vista™” and 
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my TUE Y Vapour (ole LcN AU veh 1. Va WTO | Live® Gold subscription*— you'can 
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ShadowRun* Xbox 360 GAMES FOR WINDOWS -— LIVE/Xbox LIVE GOLD 
PC VERSION CONSOLE 12mo subscription* 
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*50 *399 *50 


Visit a Dell Direct Store For tocations, go to dell.com/mall 
CLICK: www.dell.com/augustm1710 
CALL: 1.800.873.1120 ri et lari OS (toll-free) 
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4 GameBreakers: 
12 Games that Break All the Rules 


The Xbox 360 and the PS3 promised us a royal eye- 
popping, brain-busting, butt-stomping good time... 
and the wait is finally over. Here’s a look at 12 new 
generation games with design and gameplay innova- 
tions that promise to blow your collective minds. 







1662 The 52 Most Important 


Games of All Time 74 GamerHelp 
Here are 52 games that may not be the Spider-Man 3 broke box-office re- 
¥ AP RSE: best, but they were certainly very influen- cords and made, like, a gazillion 
Cover Illustration by tial—for better or worse—in a number of dollars. We decided to tackle the in- 


Joe Ng & Roberto Campus ways that are still seen today. 
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1 8 The Making of a 20 Ratchet & Clank 
Halo 3 Cover Love and Sprockets 
You saw our July 2007 Halo 3 Creative director Brian Allgeier of 
GamePro cover feature, now find Insomniac reveals why Ratchet & 
out how the striking cover image Clank Future: Tools of Destruction 


came together. will rock your world on the PS3. Zombie Has 
26 Why the Xbox 360 2 8 Matangos and Left the Arena 


Elite isn’t Elite Mushroom Men 


The Xbox 360 Elite sounds great on The battle for your backyard is com- 

paper, oe Seer. aoe dig- es and we ie Bite teal ee fter 18 action-packed years at 
ging and ound out why the system Cc aracters in ushroom Men from Garerro: the. inimitabla:Dr Zombie 
is elite...in name only. Red Fly Studios. 


has embarked on a new adventure at “the 
house of zombies.” The good Doctor set 
: the standard for GamePro’s look, feel, 
Reviews 78 and personality, and helped make this a 
pretty good place to work, too. We don’t 
say “goodbye” but “aloha” and “thanks.” 
And don’t worry, you might still find Dr. 
Zombie at the GamePro.com message 


boards and wherever else GamePros 
may roam. 





NOVAGENCVA ROSE FE) iccosteustaccavevonecerntivessavetesschences 40 The Darkness (XDOX 360)... ceeseeseeseseseseteeeeneeees 80 
FURVA(RAG) eect tecieteecate sen ath ethan cuncacgtn, cer atophu cated 40 Harry Potter and the Order of the Phoenix 

God of War: Chains of Olympus (PSP) ....ss...0++- 45 (RSS) ree RE cris Ge ee ces ee ea veces 82 
Manhunt 2 (PS2, Wii, PSP) ..c.c.sccssscssessssesssseeseeeeoees 40 Finalbrantasyalli(Por) csercsvecvaneuvsucssnetensrccnsteease 88 
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OWN THE BIRTH OF A GENERATION. 


TWO CLASSIC EPICS THAT LAUNCHED THE MOST 
POPULAR RPG SERIES IN THE WORLD MAKE THEIR WAY 
TO THE PSP® (PLAYSTATION® PORTABLE) SYSTEM. 
ENHANCED GRAPHICS, A STUNNING NEW WIDESCREEN 
PRESENTATION AND UNEXPLORED DUNGEONS AWAIT. 
THERE IS NO BETTER TIME TO EXPERIENCE THE FINEST 
PRESENTATION OF FINAL FANTASY YET. 
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OPENING SHOTS YOUR SCREEN SHOT GATEWAY TO GAMING. 





Master Chief instantly regretted eating that 
Plasma Grenade tamale for lunch. 


“ HALO 3 Xsox 360 


“ARMY OF TWOPS3, Xz0x 360 
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“NBA Live 08: 





AEPRO.coM // AUG 


OPENING SHOTS 





Can Alone in the Dark make a comeback after that wretched film? 
One encouraging sign: Tara Reid is nowhere to be found. 


“ALONE IN THE DARK ps3, Pc 


Little-known fact: The first Halo started out 
as a real-time strategy game. Who knew? 


“HALO Wars 360 
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“ VIRTUA FIGHTER 5 Ps3, Xsox 360 


With these assless chaps and Wii Remote as my weapon, 
| shall vanquish the attacking mummies in style. 
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“THE LAST REMNANT P53, Xzox 360 
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Alcohol Reference 


Crude Humor fanese style RPG, forged from the 
Fantasy Violence \ 5 a ‘A y 
Mild Language ‘ vision of Hironobu Sakaguchi, 
Mild Suggestive Themes c 7 Moriyama, and Nobuo Uematsu, 
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OPENING SHOTS 


Sed 


Look way in the back row—I’m the guy in 
the yellow shirt screaming, “Go Cal!” 


“NCAA FooTBALL 08 ps3 


“ PHANTASY STAR UNIVERSE: 
AMBITION OF THE ILLUMINUS Xs 


“FANTASTIC ISE OF THE SILVER SURFER PS3, X 
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TAKE SFL’ 
FOR A TEST OFF/ VE, ISK4 Efi EE, / 


NOTHING stops wetness and odor better. Count on Brut™ 


Anti-Perspirant & Deodorant with TRIMAX®. The most advanced 
wetness and odor protection with the great smell of Brut.° 


Buy Brut” Anti-Perspirant & Deodorant between May 1 and 
September 30. Guaranteed to keep you dry and fresh all day. 
If you aren’t 100% satisfied send it back for a full refund. 


BRUT.’ The Essence of Man.’ 


portion of the Brut AntiPerspirant & 

jal dated cash register receipt with the 

il store of purchase identified, Receipt must 

nber 30, 2007. Include your full name and 

address (hand-printed) and the reason for your return, Do not return to store 

of purchase, Valid in U.S.A. only. Void where prohibited. Group entries are void. 

Please allow 6-8 weeks for processing, Limit one refund per household. For 
more information, go to www.bruttestdrive.com for complete details. 
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THE MAKING OF A HALO 3 COVER 


Ever wonder what goes into the making of a video-game magazine zr oe 
cover...especially when it's the biggest game of the year? é. 


You may have noticed GamePro featured Halo 3 as its July cover story. Pretty hot, aS : 

eh? Well, it didn’t start out that way. In the beginning, Bungie sent us a barrage of I iy > Aik Ao es AT 

rough cover mockups with splotchy color theories. We sent feedback and requests i mae. N ae a. 

on the composition to better fit the GamePro logo and additional cover cuts. Bungie Mr be VN ¥ | | Pasay 2H ag cng 2 ree 

was happy to oblige. pp VARY a A e Ca 
Once the Spartans were placed where we wanted them, the final sketch Bungie a cate » 

sent us was rough (very rough). Butit outlined the overall composition ofhow much |F fae a ba on Theta 

space each Spartan would occupy, and allowed us to begin placing cover cuts. f ae -) NSS <n ) ‘eho 
Bungie sent us weekly Photoshop files so we could examine the progress. In 3 ws ) / 

the final week of designing the cover story, Bungie’s labor bared its final form: 

A sultry two-piece composition that could be split down the middle to make two 

different covers or one amazing poster. We hope you enjoyed looking at it as 

much as Bungie and GamePro enjoyed making it. 











LEAD SOLDIERS IN A STRUGGLE FOR TRUTH 
IN AN ALL-NEW REAL-TIME STRATEGY RPG. 
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SPAWN POINT Pn ess 


TOOLS OF DESTRUCTION 


The polar opposite of gritty Resistance: Fall of Man, developer Insomniac aims to spellbind with R&C Future. 


installmentinthe series, Ratchet & Clank Future: Tools 


of Destruction,is heading back to its roots of exploration, gadgets, 
and puzzles. The game features Ratchet and Clank, together again, 

in a search for Ratchet’ 's Lombax roots in a distant unexplored galaxy. 
From the rete} 2 PS3 shooter Resistance: Fall of Man to the light- 
hearted platformer R&C | Future, Insomniac has created a name for itself 


v 
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in original series with great gameplay. Insomniac fans are in for a big ad- 
venture in R&C Future. There’s no multiplayer this time around, but that 
sacrifice should allow Insomniac to focus on making the single-player ex- 
perience the best it can be. ; 

GamePro |ocked down Brian Allgeier, creative director, to chat about 
Ratchet & Clank’s first adventure on the PlayStation 3 due out this Fall. 










LANK FUTURE: » 









LOVE AND Sa tls ae ae 


GamePro went one-on-one with Brian Allgeier, creative 


director, for the latest scoop on R&C Future. 


| have to start with the Groovitron. It's a disco ball grenade that Ratchet can 


throw out and cause enemies to boogie down to some groovy tunes. Strate- 
gic players will take the enemies out when they dance, while others may just 
enjoy the show since the animations are pretty funny. | also really like the Tor- 
nado Launcher, which incorporates the Sixaxis controller to clear out groups 
of enemies. You can fire it out and guide the twister as it sucks enemies up 
and tosses them around. Then there are the Plasma Beasts. These are gooey 
mines that can be thrown out and when enemies approach, they expand into 
slimy monsters that tackle their enemies in a splash of toxic goo, 


Some improvements will be very noticeable, including increased draw 
distances, detail mapping on objects and textures, a wider range of shad- 
ers, more spectacular effects, and overall lighting upgrades. 


The plot centers around Ratchet’s quest to find his Lombax roots, while 
Clank gets in touch with his spiritual side—as much as a robot can. The 
two are thrust into an unexplored galaxy after escaping an ambush on 
their home world by Emperor Percival Tachyon, who holds an eons-old 
grudge against all Lombaxes. Amidst the chaos and mystery of the Po- 
laris Galaxy, Ratchet and Clank will encounter a variety of new life forms 








and ee races. Some work in Tee glass bubbles and operate robotic 
suits. Others burst into raunchy ballads about their adventures. So with a 
hy well-placed butt jokes, drunken space pirates, a Napoleon Complex 


sli and break- Salis centipedes, how could wd not ensue? 


DoT are we tried, but Captain Qwark’s agent asked os more than we 
could afford. Qwark will be appearing in the game and does have his own 
wacky sub-plot which | think players will find pretty funny. 


We're actually not including multiplayer nor co-op in R&C Future. This was 
not an easy decision to make, but we didn’t want to sacrifice the size of the 
single player game to build other game modes. Over the last few Ratchet & 
Clank games, the franchise evolved from being adventure and exploration- 
driven to a more shooter-centric direction with many different game 
modes. Based on the fan feedback we've collected the last couple years, 
we're convinced that returning to Ratchet & Clank’s adventuring roots is 
the best decision for the franchise. 


Sony will release Ratchet & Clank Future: Tools of Destruction this fall. As 
for downloadable content, it’s something we’re looking into but it’s too 
early to discuss just yet. 
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THE TOUGHEST JOB 
IN VIDEO GAMES: 


SONY PR 


The PlayStation 3 has come under fire recently for its steep price. How is 
Sony corporate handling the criticism? Is Sony's corporate culture changing? 
GamePro posed these timely questions to Dave Karakker, director of Sony 
Computer Entertainment America’s corporate communications. 


NOTING THE PS3’s UNIQUE APPROACH, HOW DO YOU DEAL WITH 
NEGATIVE CONSUMER PERCEPTIONS FROM A PUBLIC RELATIONS 
PERSPECTIVE? 


| am pretty sure if you asked just about any real gamer out there if they would like to have a PS3, 
their answer would be a resounding “Yes!” | think a lot of this goes back to the proliferation of the 
Internet, where a very vocal minority can make a lot of noise and potentially alter perceptions of the 
masses, whether they are accurate or not. A lot of this, naturally, is driven by the media who seem 
focused on taking swipes at us lately, without taking in the full picture. 


ARE SOME OF THOSE NEGATIVE PERCEPTIONS JUSTIFIED? WHY OR 
WHY NOT? 


| think you would be hard-pressed to find anyone who wouldn't say the PS3 is an amazing piece of 
technology. Yeah, the price of the PS3 is higher than other systems, but look at what you get: the Cell 
processor, Blu-ray disc, built-in hard drive, HDMI 1080p, Wi-Fi, and the Sixaxis. 

| am confounded by people who say they are true gamers but all they do is look for the 
negatives in a system, or a company, or in the industry in general. Some media [outlets], in 
particular, are just too easily caught up in all the bashing. 

Sure, thereweresome perceptions ofthe PS3that were justified. Forexample, wedidn’thave 
nearly enough hardware at launch to meet consumer demand. That was difficult forall ofusand 
contributed to a tough climate with press and analysts. That’s behind us now, but a bit of that 
still lingers. 


WHAT DO YOU CONSIDER YOUR 
GREATEST TRIUMPH TO DATE, 
BOTH AS HEAD OF PR FOR SONY 
AND AS A COMPANY? 


| think you would be hard pressed to find a 
product launch in the past several years that 
matched the buzz generated by the PS3. 
Sony’s greatest triumph | would view as 
bringing gaming to the masses and helping 
to make the world wake up and realize that 
gaming is a legitimate form of entertainment, 
along with movies, music, and television. 


On November 11, 2006, thousands of gamers 
waited in line at the Sony Metreon in San 
Francisco for a chance at buying the hard- 
to-find PlayStation 3. 





Sux or Rules 
Changing the world,one insult at a time. 
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Our current obsessions 





Super Paper Mario (Wii) 

Screens full of cutesy sprites, light RPG elements, 
and inventive platform puzzle-solving combine to 
give you one really good reason to forget about the 
delayed Super Mario Galaxy. 





Command & Conquer 3: Tiberium Wars (Xbox 360) 
Sure, the cut-scenes are a cheesy slice of the 1990s, 
but the slick and varied scenarios of the dual cam- 
paigns keep your butt glued to the couch anyway. 





Puzzle Quest: Challenge of the Warlords (DS) 

The addictive essence of Bejeweled coupled with 
the obsessive treadmill of an RPG will actually make 
you look forward to braving the airport for your 
summer vacation. 


SUX 


‘e Clements High School. An honors student in Fort Bend, TX creates a 
Counter-Strike map based on his high school. Rather than praise his 
creativity and technical prowess, administrators took him out of 
classes, banned him from graduation, and had him arrested. 


(Be Guitar Hero Il. Three downloadable tune packs with three songs a 

X - piece, for 500 MS points each? And they’re not even the original songs, 

but cover versions? Sometimes you make it hard for us to love you, 
Guitar Hero. § 


(Be Sony vs. the Animal Kingdom. Sony has pushed the envelope in some 

y interesting ways over the years, but at what point in the marketing 

process does using an actual decapitated goat at a God of War Il press 
event seem remotely reasonable? 
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RULES 


{| Real-time Console Strategy. A genre that’s traditionally been domi- 
\ghy > nated by PC offerings is finally making a meaningful bid for your 
“S couch with Battle for Middle-earth Il, Command & Conquer 3, and 


the upcoming Tom Clancy’s EndWar. 


( Xbox Live. Microsoft widened its lead on competing consoles’ 
\gy v > meager online offerings with a spring update that lets members in- 
ww stant message anyone with a Messenger account using a standard 

controller or a handy new miniature keyboard product. RULES 


Sony + Immersion. After a lot of hand-wringing and grumbling, Sony 
\ ag” has finally started talking with the folks at Immersion about incorpo- 
@ rating their force feedback technology into the PlayStation 3's 
motion-sensitive Sixaxis controller. R > 
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After a slow start, Sony's firs 


running at Sony’s Gamer's Da ay E ‘vent ir 
least. Here are some of the hi 
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Since its debut at GDC, LittleBigPlanet stoked 
some BigBig buzz. Fortunately, GamePro got 
some solid info from Sony Gamer's Day on char- 
acter customization, and we even got to play a bit. 
Sony’s game guy, Phil Harrison, presented a video 
that demonstrated the power of creative charac- 
ter customization in LBP. Here are some of LBP’s 
character customization options: 


= Acardboard box m Life preservers 
= Facial expressions = Materials 

= Helmets = Outfits 

m Jackets = Sunglasses 

= Mustaches = Top hats 





Naughty Dog's first outing on the PS3 looks to be 
a mix of Tomb Raider and Gears of War. Check 
out GamePro’'s “Preview” section for the latest on 
Uncharted: Drake’s Fortune. 
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A download- “only game on the PlayStation Net- 
work, the goal of PAIN is simple: Launch your 
character into anything that will hurt the hell out 
of him. Whether vaulting him into a passing sub- 
way or simply bashing him into a wall, the goal in 
PAIN is to inflict it. 

Playing the game is as simple as slingshotting 
your character into a billboard, a rail, into a giant 
cereal bowl, and off a subway car, crashing him 
down to a brutal fall below. That's the basis of the 
game: linking a ton of brutal injuries together in 
one H.O.R.S.E.-like emergency-room experience. 
Looks like a blast, and was a surprise hit. 





Online only, SOCOM Confrontation promises to 
be the definitive SOCOM multiplayer experience. 
Check out GamePro’s “Preview” section for the 
latest on SOCOM Confrontation. 


Geek Speak c-O0 


Big words, small type. 


High Dynamic Range (HDR) Rendering: A much larger range of possible color and transparency 
values for each pixel allows the lighting calculations that go into a 3D scene to be more precise, 
resulting in images with detail in both bright and dark areas, and minimal undesirable artifacts 
between gradually changing areas seen in Halo 3 and Half-Life 2. 


Light Bloom: A visual processing effect that exaggerates bright areas by causing light to bleed 
around the edges of an object between the viewer and the light source, thus making it appear to 
“bloom” like a flower. Alternately praised and maligned. 


AucGc 2007 // 


24. 





GAMEPRO.COM 














@ _Jenacious Moses sounds off on the 


top stories on GamePro.com. 





PS3 Upscazes PS2 AND PSONE 


GAMES TO 1080P 

Sony added upscaling for DVDs, PS2 games, 
and original PSOne games through the latest 
firmware update, 1.80. 





Tom CLANCY’s END WAR 
CONTROLLED BY VOICE 


In the event that a gamer is incapable of 
using voice commands, upcoming strategy 
game End War will grant the option of using a 
directional pad. 





STARCRAFT IIT UNVEILED 
Stretegy fans rejoice! Blizzard announced 
that it has started work on the long-awaited 
StarCraft Il. 


80GB PS3 CONFIRMED...FOR 
KOREA ONLY 


Sony has confirmed its development of a 
PlayStation 3 model with an 80 GB hard 
drive, which will be sold exclusively in the 
South Korean market (for now). 


FINAL FANTASY XIII 
DELAYED ‘TIL 2008 

Square Enix president Yoichi Wada con- 
firmed that Final Fantasy XIII will not launch 
until after the end of the fiscal year. Expect 
a Spring 2008 release, at the earliest. 


Sources: Eurogamer 
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EIGHT REASONS WHY THE 
XBOX 360 ELITE ISN’T ELITE 


The Xbox 360 Elite adds HDMI and a big hard drive, but is it worth $479.99? 


Three Xbox 360s is one too many. Currently there it will still be really loud. By not including a more 
7 are two Xbox 360 models available, and that’s efficient, cooler-running 65 nanometer processor, 
@ already a stretch. the Elite will continue to pump out an irritating 


racket when turned on. 
It’s still cheaper than the PS3. Cheap is a good an 


thing. But for something to be considered “Elite,” 
in theory it should probably also be the most 
expensive product on the market. 


No HD DVD bundle. Is the Elite trying to be a 
multimedia device or not? Not including an HD 
DVD drive just feels underdeveloped. 


o> 


from ghostly white Wiis and pastel-colored Apple 
products, but white—not black—is where the 
good stuff is right now in consumer electronics. 


inexcusable. Even the DS with its 12 year-old black.” Sure, Microsoft needs to differentiate 
™ computing technology supports Wi-Fi. 
a 


The current 10 million Xbox 360 owners are get- 
ting the shaft. Microsoft says the Elite isn’t aimed 
at existing customers but for niche HD enthusiasts The machine isn’t intended for gamers. Ultimately, 
who still don’t own an Xbox 360. the Elite has nothing to do with enhancing 

the gameplay experience; it’s for multimedia 
enthusiasts. 


3 No wireless networking. C’mon. This is just Someone tell Microsoft that white is the “new 
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GORDON FREEMAN ToMMy (AKA DoMAsI TAwop!) 
Quest: Fights alien scum to save the human race Fights Alien scum to save his girlfriend 
Melee: Crowbar Monkey wrench j 
Armor: H.E.V. suit Ratty leather jacket ’ 
Profession: Theoretical Physicist Garage mechanic 
Lives: Just one Still counting = 






Battle Results 


Gordon Freeman thinks he’s got the edge, what with his high-tech armor 
and military weaponry, but there’s a serious problem: Tommy just won’t 


stay dead, no matter how many rounds Freeman pumps into him. Before s 
long the scientist is out of ammo, and frantically waving around his crow- DECISION: Tommy dined 


bar. Tommy resurrects one lasttime, freezes Gordon in place with the Leech 
gun, and bashes the resulting ice sculpture into a million little pieces. 
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Leave yout world behind and enter the land of Vision, One of the best-looking PSP° (PlayStation’Portable) system games, 
filled with many unforgettable characters, unique abilities, brimming with amazing 3D environments, personality, 


and one young hero's quest to save what matters most. and exclusive content unique to this U.S. version. 


www. bravestorynewtraveler.com 
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© 2006 Fuji TV/GONZO/Warner Bros./Dentsu/SKY PerfecTV! © 2007 Te, 
Sony Computer Entertainment Inc. “PlayStation”, “PS” Family logo, and is 

“PSP” are registered trademarks of Sony Computer Entertainment Inc. - 
Memory Stick Duo™ may be required (sold separately). The ratings icon 


is a trademark of the Entertainment Software Association. PlayStation Portable 
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GOLETE 


The Bolete are the innocent aboriginal tribe of the 
mushroom universe, a shamanistic society with 
heavy emphasis on creative production and the well- 
being of their general populous. They are good me- 
lee fighters and they would prefer to live at peace 
with the land and their fellow Mushroom Men. 


Actual Bolete Fungi Data: Bolete fungi form com- 
mensal relationships with trees: they provide miner- 
als and.water for the trees in exchange for food. 





MOREL 


The mysterious Morel Brotherhood delves more 
into science and advancing their spore powers 
than any other Mushroom species. Their weap- 
ons, built primarily for defense, are technically ad- 
vanced, though they are not war-like at all. 


Actual Morel Fungi Data: The edible Morel is a fa- 
vorite of gourmet cooks. They are highly variable in 
size and shape, but cylindrical-to-cone shapes are 
perhaps the most common. 
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AMANTITAS 


Of all the poisonous mushrooms, Amanitas are 
the most lethal. The Amanitas are extremely pale, 
very thin, and creepy looking. They ride spider 
mounts and use small spiders as attack beasts. 


Actual Amanitas Fungi Data: The Amanita genus 
causes 95 percent of all deaths from mushroom 
poisoning. Amanita virosa (Destroying Angel) and 
Amanita phalloides (Death Cap) are the deadliest 
mushrooms known to man. 





LEPIOTA 


The evil Lepiota use poisonous spore powers as 
well as dark magic to enforce their aggressive 
religious beliefs. They build shrines in antique 
human hardware like old jukeboxes and mid- 
century automobiles. 


Actual Lepiota Fungi Data: The Green-spored Lepi- 
ota contains proteins that are not tolerated by the di- 
gestive system of humans or many other mammals. 
Symptoms typically commence within half an hour 
following ingestion of the mushroom. 
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OVERHEARD THIS 
MONTH 


Ken Kutaragi, in a corpo- | 
rate statement announc- 
ing his plans to retire 
from Sony Computer 
Entertainment. 





Denis Dyack, President 
of Too Human developer 
Silicon Knights, on 
keeping epic stories 
manageable. 





Kay Johnson, a self- 
described Final Fantasy 
XI! addict. 





Nik Davidson, on why 
gay marriage was 
viewed as undesirable 
= for The Lord of the 
Rings Online. 





Leighton Nakamoto, 
physical education 
teacher, tells why Dance 
Dance Revolution is good 
for the kiddies. 





Gamesindustry.biz, CBS News, Salon.com, NY Times 
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THE LAND OF TERRESIA NEEDS A HERO. WHO WILL BE THE 
WORLD'S LAST HOPE IN A DARK BATTLE FOR SURVIVAL? 
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A COPY OF TALES OF THE WORLD® 
RADIANT MYTHOLOGY™ 


Be one of 10 lucky winners to receive your 
copy of Tales of the World® Radiant Mythology™ 





Wirelessly exchange weapons and more with 


vata To enter, log on to: 
www.gamepro.com/tales/ 








iron Greaves x ae yy ~ Ry 
Silver Leggings , g 
Warlock Shoes 
Warlock Shoes 
Warlock Shoes 
Silver Leggings 
yh Warlock Boots 
gael | a iron Greaves 
y . iron Greaves 
i a 






h q oe - 

sy za Voignt I x 
Eas CK Re 

iS 0 hf eer EE H 


™ 


er eA 
NAMCO 


Mild Fantasy Violence | 


Mild Language 
Suggestive Themes 





- eo lt 


Games 





©MUTSUMI INOMATA ©KOSUKE FUJISHIMA o ndainqam 

TALES OF THE WORLD®: RADIANT MY THOLOGY™&©2006 NAMCO BANDAI Games Inc. at e/Ae les.namcobanda Iga nal Keol aay) 
NAMCO BANDAI Games logo is a trademark of NAMCO BANDAI. Published and distributed by NAMCO BANDAI Games America Inc.”PlayStation”, “PS” Family logo and “PSP” 
are registered trademarks of Sony Computer Entertainment Inc. Memory Stick Duo™ may be required (sold separately). Memory Stick Duo is a trademark of Sony Corpora- 
tion. The ratings icon is a registered trademark of Entertainment Software Ratings Association. Sony Computer Entertainment America takes no responsibility for this offer. 
NAMCO BANDAI Games America Inc., takes no responsibility for this offer. 








GRAND THEFT AUTO IV: 
GAME OF THE YEAR? 


Grand Theft Auto returns for a fourth iteration of award-wint 


ning ( ONT! rover SY. 





Little is known of Rockstar’s grandeur vision for GTAIV. What we do know, however, isthatthe gametakes 
place in Liberty City, Rockstar’s own tainted version of New York City. You play as Niko Bellic, an East- 
ern European immigrant struggling to make a decent living, who travels to Liberty City in search of the 
lavish lifestyle. 

Unlike past GTA games, Rockstar has confirmed that making it big like kingpin Tommy Vercetti from 
Vice City won't happen. GTAIV is more about struggling to survive in the seedy alleys of the Big Apple. 
Liberty City, in fact, is more alive than any other video-game world ever created. It will eat you alive. 
Pedestrians line the streets smoking and flicking cigarettes, the homeless warm their hands over burning 
barrels, and cautious drivers always look left, right, and left again before crossing intersections. 

Multiplayer has been confirmed, but Rockstar is mum on the details for now. No matter how the 
final game turns out, if Rockstar sticks to the golden GTA formula plus a few improvements, GTAIV 
should comfortably find itself in the running for Game of the Year. 


~ 
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n6...Tekken 6...Tekken 6... 
It's loaded with dozens of images and facts that we couldn't 
squeeze into last month’s cover story. Trust me—Halo fans won't want to miss a word... 
but THQ is rolling the dev cash into Saints Row 2 for both 
PS3 and Xbox 360. Who said crime doesn’t pay?... 

So much for the fanboy cry 
of “gameplay over graphics”...e Speaking of which, | recently asked some industry folks 
what they considered to be the worst trend in gaming. The final results? “Focusing on 
graphics over gameplay.” Hmmmm... 

Bring on the heavy metal edition already... 
Confrontation is a mere 
tide-me-over until the true SOCOM 4, a massive single-player and multiplayer game that 
Zipper Interactive is already reportedly hard at work on. Best guess: Look for it in 2008... 
Oh, that reminds me— 





Pwned this month: 
Bungie Studios, 
80s rock, and PC 
gaming 


Now that you've 
polished off the rest (Ziff), you can butt heads with the best (us). In the unlikely event that 
you win, we'll award you our precious, coveted, one-of-a-kind Golden Master Chief (ac- 
tually an action figure that Tenacious Moses crudely spray painted gold). ¢ Speaking of 
Halo 3, what does the PS3 have to counter this system-selling juggernaut? 


Guess we'll find out later rather than sooner... 
Where are the games, dammit? Hellgate and Crysis—yeah, yeah, | know—but 
what else? | haven't owned a gaming rig in nine months and | feel like | haven’t missed a 
e-mail Sid: thing... 
vicious_sid@gamepro.com 
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COLLECTOR’S eww Le) 

A 14-disc collection that gives every Super- 
man film released in the past 30 years the 
special edition treatment. 
warnervideo.com 

$99.96 


GHOST RIDER: EXTENDED CUT 
Nicolas Cage’s turn as Marvel's fiery 
cursed hero hits the road with 15 minutes 
of unseen footage, and over two hours of 
bonus features. 

sonypictures.com 

$34.95 


FANTASTIC FOUR: 
EXTENDED EDITION 


Just in time for the sequel’s theatrical debut, 
this two-disc package adds 20 minutes of 
footage to the original, and serves up a full 
four hours of new extras. 

foxhome.com 





Meuisielaui-ey 

(Glu Mobile) 

A little bit like Mega Man, 
but only if Mega Man 
had the totally awesome 
ability to transform into 
a semi truck. Trans- 
formers is a perfect 
blend of platforming 
and action. 


Also worth a shot: 


Stargate SG-1: 
Entropy Syndrome, 
sili molm gel ay, 
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Forget what you know about WWII games. Saboteur 


is all about color and deception, not blazing guns. 


SABOTEUR 





With Saboteur, Pandemic Studios is doing something different with World War II: stealth-action, acrobatics, color 


schemes, and open worlds. 


SE 


hen it'comes to World War Il games, 
heroes never have to ask, “What's 
my motivation?” Killin’ Nazis is their 


business, and business is good. But in the 
upcoming game Saboteur, things are a lot 
more personal. As we found when we visited 
developer Pandemic Studios at their Los Ange- 
les HQ this past May, this is just one of the things 
that is separating this game from the business-as- 
usual WWII parade. 


LOVE AND RESISTANCE 


Inspiration, artists will tell you, can come from 


anywhere: the color of a dog, a break in commu- 
nication, or a sale on a set of stairs that lead to 
the afterlife. For the guys at Pandemic working on 
Saboteur, though, inspiration came from above. 
“Our CEO [Andrew Goldman] was wandering 


eloper: Pandemic ® Publisher: TBD @ Release Date: 2008 


around an airport bookstore in New Zealand when 
he came across a book about the Bugatti racing 
team,” explains the game’s director, Trey Watkins. 
“There was a manin the book named William Gro- 
ver-Williams, a British race car driver in the ‘30s 
who was living in France when the war broke out, 
and he was recruited by the SOE [Special Opera- 
tions Executive] and ended up leading one of the 
largest cells in the French Resistance...before he 
was captured and executed.” 


TELLING A STORY 

This story of heroism inspired the team to con- 
sider making a World War Il game where, instead 
of commanding Allied troops from above or gun- 
ning Axis troops from first-person, you’d under- 
mine the enemy through use of sabotage. What's 
interesting is that the Pandemic guys don’t re- 
ally consider Saboteur to be a World War II game. 
“It's actually about one guy and his story,” Wat- 
kins clarifies. “It just happens to be unfolding in 








World War II. Some Nazi officers killed his best 
friends and the people they work with, and this 
is his quest for vengeance against the particular 
guys who did it.” 

“He’s kind of a Die Hard hero in an Indi- 
ana Jones world,” adds Lead Designer Thomas 
French. “He's in this place, something bad hap- 
pens to him, and woe be the Nazis who screwed 
with the wrong guy.” 

Though that wrong guy isn’t William Grover- 
Williams. “We're just using him as inspiration,” 
Watkins admits, “we’re not telling his story.” 

“Yeah, early on, we realized that we needed 
to give the character a darker, rogue kind of vibe,” 
notes Producer Phil Hong, “which is why we made 
him Irish, to give him a rough, barroom brawler 
vibe. He’s just a guy who happens to be in the 
wrong place at the wrong time.” 

“We also felt that by focusing on a nemesis that 
you know,” Watkins continues, “it would be more 
compelling, and make the game more intimate. 
That's what we were trying to do: bring an intimate 
element to an open world game. And what we 
found was that it was really about taking our expe- 
rience with open worlds [with such games as Mer- 
cenaries and Destroy All Humans!] and marrying it 
with a meaningful story for the character.” 

“And by focusing on the story,” Hong con- 
cludes, “we want the player to care about what's 
happening in the game.” 





THE BIG FIGHT 

How the open world of Saboteur actually works, 
however, is quite different from those in other 
games. In it, you do whatever you can to under- 
mine the Nazis, thus flushing out the one respon- 
sible for killing your friends. “It’s all the core stuff 
you'd expect,” Watkins explains. “There’s assas- 
sination missions, infiltrating missions where you 
dress up like a Nazi, you blowing up a train bridge, 
sneaking onto a zeppelin, there’s escort missions, 
rescue missions...” 

“And all of those missions,” Hong points out, 
“give you more information on how to get to your 
nemesis.” 

The problem is that France has been occupied 
by the Germans, and the place is crawling with 
paranoid Nazi soldiers. This means that while 
you're walking toward the building you're going 
to sneak into, you might get eyeballed by a sus- 
picious Nazi soldier, and possibly asked to iden- 
tify yourself. But while you can take out the papers 
you stole, or go all Crackdown and shoot up the 
place—which might be difficult because, if the Na- 
zis see your gun, they’ll shoot first and ask ques- 
tions later—you can also go Fight Club and start 
throwing punches. 

Which isn’t to say this suddenly turns into 
Virtua Fighter 5. “We're using a basic two-button 
melee system with combo chains,” explains Wat- 
kins. “But we tie in a lot of grabs, and there are 
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w You're not controlling Allied forces with an 
overhaul of gunfire. 


a You'll be using deception and sabotage to 
systematically eliminate Nazi forces. 


# A Sin City-style mixture of a black-and-white 
backgrounds and bright-colored objects make 
Saboteur unlike any game you've seen. 


CONTINUED > 
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plenty of things you can do once you grab them, 
such as administer a head butt or throw them off 
a cliff.” 

“We didn’t want him to feel like a trained sol- 
dier,” French notes. “We wanted him to feel like a 
brawler, like someone who uses his dukes.” 

“But while we’re not going to the level of a fighting 
game,” Watkins adds, “it is far more robust than 
other open world games.” 


INTERESTING INTERACTIONS 

Also more robust is how you can interact with 
the world and the people in it. Like, for exam- 
ple, when you're with a suspicious Nazi you 
don’t want to shoot or punch. Instead, you can 
do things to make them think you're not doing 
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anything suspicious by, say, kissing a passing 
woman as if she’s your special lady (some of 
whom, unaware of sexual harassment statutes 
in France, will kiss you right back). And smooch- 
ing pseudo sweeties ain’t the only useful dis- 
traction technique. “You can sit down ata café,” 
explains Watkins, “or you can browse the fruit 
in a fruit cart—there are a number of them. Kiss- 
ing just happens to be the glamorous one.” 

Of course, you could just always avoid get- 
ting noticed. Taking a cue from such stealth- 
action games as Splinter Cell, Saboteur also has 
you sneaking around, past, or up behind the Nazis, 
the latter of which allows you to quickly and bru- 
tally snap their necks like you're Arnold Schwar- 
zenegger, or tap them on the shoulder and sucker 















punch them a la Harrison Ford. But because the 
city isn’t badly lit like some of the places Sam Fish- 
er’s visited over the years, you'll sometimes also 
have to take a cue from Lara Croft and jump, climb, 
and mantle past your potential pursuers. France's 
easily climbed areas aren't as obvious as a blocky 
cliff or vine covered wall; they’re usually drain- 
pipes, overhangs, or other parts of the buildings 
you can pull yourself up on. 


THE TRIUMPH OF THE RESISTANCE 

The way Saboteur plays isn’t the only way in 
which it distinguishes itself from other WWII, 
stealth-action, shooter, and acrobatic games. It 
has an equally unique look aboutit, as well. Taking 
a cue from such movies as Sin City and Pleasant- 
ville, there are areas of the game where the earth 
tones of the buildings and people drift away, and 
you find yourself in a black-and-white world, with 
only Nazi armbands and flags left an ominously 
bright red. 

“The inspiration for the color change was us 
trying to reinforce the feel of an oppressive world,” 
Watkins explains. “It was a truly unique situation 
in history; you have this city of love and light oc- 
cupied by one of the most evil forces ever. So we 
were like, ‘What does it mean to feel oppressed, 
and how can we convey that to the player?’” 

“It took us a long time to get there, though,” 
he continues. “At first we were like, ‘Oh, we'll 
just turn off the color.’ But it looked like a bad 
episode of The Outer Limits. It was very boring 
and flat, and when people played it that way 
they were like, ‘Please turn the color back on.’ 
It was too much. Fortunately, there was work 
in film that showed us what that might look 
like. Sin City was certainly a big inspiration 


In an Indiana Jones-like world, you'll be sabotaging 
the Nazis often from the inside out. 





for pulling off that look. Seeing how they used 
particular element of color in their black-and- 
white world really transformed things.” 

At first, French explains, the thinking was, “We 
have this occupied city, and we wanted to...not 
reclaim the city, but it did almost come from that 
Battlefront ‘capture areas’ kind of concept.” But, 
he adds, “We quickly realized that it could be big- 
ger than that, and so the idea became a much big- 
ger and more integrated thing.” 


PUTTING IT ALL TOGETHER 

That integration is what the Pandemic kids refer to 
as the “Will to Fight”: how willing are the French 
people to fight the Nazis. While Watkins & Co. 
stress that the main character is, well, self-cen- 
tered and only out for revenge, he (and, Pandemic 
hope, you) quickly realize that people have the 
power. “As you raise the ‘Will To Fight’ in areas,” 
Watkins explains, “the civilians’ behavior towards 
you changes. If you get in a fight in a low ‘Will To 
Fight’ area, civilians will scurry away. But if you're 
in a high one, the French resistance will actually 
engage the Nazis with you. So you can change the 
nature of the conflict by raising the ‘Will To Fight.’” 
Which, in turn, brings color back to France. 


TANGO OF THINGS UNSAID 

How raising the “Will to Fight” will actually bring 
color back to France remains to be seen, though. 
While they don’t have a release date for the game, 
Hong says, “we're still about a year out, so | think 
we'll see a continued evolution.” Which, they ad- 
mit, could mean that the color slowly returns to 
normal, or that individual items become colored 
a la Pleasantville as you liberate an area (they're 
still playing with it). 





b= 


Having another year will also give them time to 
make decisions about multiplayer modes, how they 
indicate when a Nazi is suspicious of you, as well 
as minor little things like which company will pub- 
lish the game and on which systems. For now, the 
Pandemic team is taking the time to “[evaluate] what 
is best for the franchise.” They're not even saying 
what the optional side missions might be, though 
French did disclose that some will, “raise the ‘Will to 
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Fight’, or give you access to tools you wouldn't have 
just going through the standard mission chain.” 

All of which makes Saboteur sound rather 
ambitious and interesting, and if anyone can 
pull it off, it's Pandemic. But with the potential 
to go as horribly awry as it could happily 
right, it looks like we'll be the ones eyeballing 
Saboteur suspiciously...unless it kisses someone. 
—John Howard Lawson 
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END OR FOE 


Spider-Man joins forces with his greatest enemies in a romp-and-stomp adventure across the globe. 


ee 


is not the age-old question whether Spider- 
Man is a friend or foe, but can Spider-Man 


and his legendary comic foes such as Venom, 
Sandman, and Doctor Octopus team up and play 
nice for once to defeat an even greater evil? 

That's the premise behind Spider-Man: Friend 
or Foe. You and a friend cooperatively play as Spi- 
der-Man and one of 13 super heroes or notorious 
villains as you embark on a worldwide adventure 
to overcome an evil threat. Spidey and friends 
must leave Manhattan to travel the globe from 


= Developer: Next-Level Games @ Publisher: Activision & Release Date: October 


Nepal to Tokyo and other exotic locations to stop 
a menacing threat. The fate of the world rests in 
your hands. 

Loosely based on the Spider-Man movies, 
Friend or Foe details a new chapter in the black- 
suit saga. Get ready for destruction. 


TEAMWORK GETS THE JOB DONE 

The game plays like your X-Men Legends, Mar- 
vel: Ultimate Alliances, and Justice League He- 
roes, where the camera sits isometric to the 


GAMEPRO.COM 


action onscreen. Beat up opponents with standard 
punches and kicks to inflict massive combo dam- 
age, or use one of many special abilities unique 
to each character such as Spidey’s web blast 
or Sandman’s sand mallet. On top of standard 
punches, kicks, and special moves, there are also 
team moves that Spider-Man and his ally can per- 
form together. One example is Venom grabs and 
holds an enemy while Spidey unleashes a flurry 
of fisticuffs. The Hero Strike is a particularly spe- 
cial move that involves both Spidey and sidekick 
atomically clearing the room of all enemies. 

You'll receive points for each enemy you de- 
feat, receiving more points for sustained combos. 
Points can then be spent to upgrade character 
stats after each mission. 


CONTINUED > 
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Collect special tokens for extra health, invincibility, and the explosive Hero Strike. 
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CHECK IN BEFORE YOU CHECK OUT 
The helicarrier is Spidey’s base of operations 
where all missions will be assigned. It’s also 
where you'll be able to spend combat points on 
upgradable stats, and swap teammates in and 
out. You can choose only one teammate at a time 
to accompany you during. the next mission, so 
choose wisely. Once an ally is chosen, however, 
you can switch back and forth between Spidey 
and friend at any time during the mission. As you 
progress through the game the villains you en- 
counter and defeat will become unlocked and 
playable in Spidey’s squad of selectable allies 
back at the helicarrier. 

Allies have their own unique abilities and pow- 
ers that can either help you or hinder you along 
the way. For example, Venom and Sandman act 
as tanks that can take and deal a lot of damage in 


» close-range combat, but they lack long-distance 


attacks. Spidey, on the other hand, is more of a 
scrapper and he fights better from medium range 
with web blast and swift flying kicks. There are 
several types of character classes such as a gad- 
getiers like the Green Goblin who rely on pumpkin 
bombs and other technical trickeries. And finally, 
there are blaster characters that prefer to fire from 
afar and avoid the fray. 

Once a level is completed you can revisit it at 
any time and try out new combinations of charac- 
ters. This replayability is a big focus for the team 
behind Spider-Man: Friend or Foe. With plenty of 
unlockables, secret areas, and 13 super heroes 
and villains to team up with, Spidey’s newest ad- 
venture promises to be your little brother’s next 
big addiction. 





Drop It LikE It’s HOT 

Although there will be drop-in/drop-out co-op, 
that functionality is limited to one console and 
two controllers, meaning Spider-Man: Friend or 
Foe is not an online game. Developer Next-Level 
Games has, however, included a simple versus 
mode where you and one other player can choose 
from any character unlocked in the single-player 
campaign, upgrades and all, for a battle to the 
death. It’s the mode you've always wanted in a 
game like this. “Who would win in a fight? Doctor 
Octopus or Green Goblin.” 

From what we saw, Spider-Man: Friend or 
Foe doesn’t look like the next Ultimate Alliance 
game, but rather a simplified version that cuts out 
the crap and sticks to the three C’s, as producer 
Jamie Bafus likes to say—“Combat, co-op, and 
collectibles.” The adventure begins in October. 
—Tenacious Moses 


WITH A LITTLE HELP... 


= Spider-Man leaves the big city to travel the 
globe and make new friends. 


= Spider-Man and notorious villains team up to 
fight crime. 
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# Developer and publisher: Sony Online Entertainment 
® Release Date: TBD 








cemented in fantasy, Dungeons & Dragons 
style. But what about the rest of us? 

Sony online feels our pain, and the result is 
The Agency, a spy-themed action MMO game. In- 
stead of slaying dragons, you'll be shooting spies. 
In place of loincloths and breast plates, you'll 
sport Men in Black glasses and slick spy gear. It’s 
all about action, intrigue, and betrayal. You can 
play either the side of the agency super spy or 
the rogue. 

Not only does the premise of the agency ap- 
peal to a more causal audience, but the gameplay 
does, too. It’s a shooter, and you'll team up to 
tackle missions that are right out of Mission Im- 
possible. And the lack of Tom Cruise is an inadver- 
tent plus for us all.—Mr. Marbles 


T= about it. Practically every MMORPG is 


FURY 











@ Developer: Auran @ Publisher: Gamecock 
m Release Date: Fourth Quarter 2007 





player. It'll probably look something like Fury, 

one of indie game publisher Gamecock’s first 
releases. Despite controlling like an MMO, this is 
no RPG. There’s no grinding or fetch quests, this 
game is about one thing: action. 

All the characters are extremely mobile; 
so trying to hit them with a sword can some- 
times be impossible. Projectiles are your friends. 
We had a hard time against a ninja look-a-like. 
He ran crazy circles around us firing off stun shots 
before wiping us off the map. 

After a match ends, rank is determined by 
kills and players are rewarded accordingly with 
gear, cash, or items. The other effect of winning 
is boosting your server's overall stats, which aids 
in the greater fight between different servers. 
—EmaWii 


[eee a world that is 100 percent player vs. 


8 Developer: Rockstar London 
= Publisher: Rockstar Games @ Release Date: July 





anhunt 2 is creepy, disturbing, and ri- 
diculously violent...and a heck of a lot 
of fun. Like the first, it’s a virtual horror 


film with death waiting around every corner. 

That’s how you play Manhunt 2. Taking baby 
steps to keep quiet is a must, but the more com- 
fortable you get with controlling Danny, the more 
opportunity there is for sheer horror. On the PS2 
and PSP, it’s a standard controlling affair, though 
this time, there’s no free-roaming camera, creat- 
ing a more claustrophobic and horrific vibe. On 
the Wii, it’s great fun. Executions have you per- 
forming Wii Remote motions, and gunplay is 
all about aiming with your virtual firearm at the 
heads of some unfriendly foe. 

Manhunt 2 isn’t easy. It’s a peek-around- 
the-corner game that takes a little bit of sick- 
ness and plenty of patience to play it just right. 
—Mr. Marbles 





UNCHARTED: 
DRAKE’S FORTUNE 


®@ Developer: Naughty Dog ® Publisher: Sony 
@ Release Date: November 


bunch of rocks and ledges to traverse, all 
A: it showcasing the gorgeous surround- 

ings of lush foliage and realistic water. It’s 
nothing like Jak. You carry a standard pistol, but 
can take someone on with plain old fists. 

To take out enemies from afar, the combat sys- 
tem of cover is like Gears of War—a real gunfire 
fest. You pick up a machine gun and shotgun, both 
of which work great for medium to close-ranged 
combat. Taking out 20 some-odd enemies isn’t as 
easy as it seems, but each kills grows increasingly 
satisfying. You've just scratched the surface of Un- 
charted. It won't sell like Killzone, but it will be one 
of the best PS3 games this year.—Mr. Marbles 
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SOCOM 
CONFRONTATION 


8 Developer: Slant Six Games & Publisher: Sony 
# Release Date: December 








know about SOCOM Confrontation, the first 
SOCOM game for the PS3: 


¢ It’s the “ultimate SOCOM online experience.” 

¢ It’s an online-only, multiplayer game. 

¢ It’s available for purchase as a download on the 
PlayStation Network (PSN) or on Blu-ray disc 
at retail. 

elt has lots of interactive elements 
environment. 

¢ The engine was built from the ground up for 
the PS3. 

¢ It will make full use of the Sixaxis and PS3 hard 
disk drive. 

¢ Clans can be customized with uniforms and logos. 

¢ Clan tournaments and challenges will be held. 
—Mr. Marbles 


STARCRAFT II 


Si for the first time in May, here’s all we 


in the 





# Developer and publisher: Blizzard 
® Release Date: TBD 





tion. Once the engine was ready to go, the 
team began to recreate StarCraft the only 
way it knew how: enhancing old classics and in- 
venting new ones, creating a game that looked and 
played like its roots—only better in every respect. 
Let’s get one thing straight: Blizzard will not be 
reinventing any wheels. But, that said, you need a 
lot of other stuff, and before you start making any 
of it, you need a foundation to build off of. That 
foundation began in July of 2003, immediately af- 
ter it shipped Warcraft Ill: The Frozen Throne. 
Does it have a lot to live up to? Hell yes. Will it 
be a success? Almost assuredly. Will it be better 
than the original? That’s a tough one. But if any- 
one can do it, Blizzard can.—Daphinicus 


T original StarCraft requires no introduc- 


CAN YOU, BSCAPE IT? 





“MIND-BENDING! A MUST-SEE MOVIE” 


- PETE HAMMOND, MAXIM 
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Tom CLANCY'S SPLINTER CELL: CONVICTION 





is daughter is dead. His status as a non- 
He: cover operative for the CIA has 
disintegrated. And now, Sam Fisher is on 
the run from the NSA. The double agent's final 


“To Be Continued” message was one hell of an 
understatement. 


INTO THE LIGHT 

Until recently, talk of the fifth Sam Fisher game 
was the stuff of wonder and speculation. Now, 
with facts in hand, Splinter Cell: Conviction is pre- 
paring a debut under the revealing rays of the 
noonday sun. And we do mean revealing—Sam 
will be stepping into daylight this time around for 
what looks to be, for him, a very different take on 
stealth combat. 





Like Assassin's Creed, Ubisoft's newest 
stealth game currently under development, Con- 
viction will find Sam using crowds as a form of dy- 
namically-shifting cover. In place of a “shadow” 
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= Developer: Ubisoft Montreal # Publisher: Ubisoft # Release Date: Fourth Quarter 2007 


gauge, the game will sport a “danger” gauge, 
serving as a visual cue to relate to the player just 
how much hot water they’re in at any given mo- 
ment, no matter the time of day. The trick to keep- 
ing that gauge low will be to follow the ebb and 
flow of the crowds, moving at the same pace and 
in the same manner as the commoners. 

With every warm body no longer a potential 
target, of course, players will need to make use 
of a new ability Ubisoft has helpfully provided: 
“hero instinct” vision, which will behave similarly 
to infrared vision by brightly pinpointing enemies. 
That's not to say you won't be able to freely attack 
whomever you choose, of course, but you'll only 
be able to kill enemies; friendlies and civilians will 
become incapacitated. 


WHAT REMAINS A MYSTERY... 
Unfortunately, who those friendlies and enemies 
will be, remains something of a mystery. We 


ait THUMBS a 
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know that Conviction’s story will start with Sam 
learning that his longtime friend and intelligence 
source, Anna Grimsdottir, is in peril. Intent on sav- 
ing her, he reconnects with Third Echelon, only to 
learn that they are the teeth nipping at Grimsdot- 
tir’s heels. Once he leaves Third Echelon for the 
second time, he finds himself under their gun— 
and as far as we know, he never did smooth things 
over with the NSA. Whether Sam‘s enemies and 
friends will switch places from mission to mission 
remains debatable. 

But how Conviction’s plot will tie together 
with previous games in the series is perhaps the 
biggest question on our minds. Since the player 
had the option of executing Lambert in Sam’s last 
outing, for instance, whether or not the aging in- 
telligence head will make an appearance in Con- 
viction is unknown.—Daphinicus 
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DS vs. PSP: THE HANDHELD WAR WAGES ON... 





Gop OF WAR: 
CHAINS OF OLYMPUS 


NINJA GAIDEN: 
DRAGON SWORD 





® Developer: Ready at Dawn @ Publisher: Sony 





ase Date: December 





War: Chains of Olympus, action-loving gamers 

or the PSP itself. Grand Theft Auto failed to 
substantially move PSP consoles, but we’re bet- 
ting Chains of Olympus will be the one, combined 
with the recent price drop, to get the PSP console 
into many new hands. 

The best action franchise of the decade is 
coming to the PSP, but don’t expect a watered- 
down Kratos adventure. It all takes place before 
the events of the first God of War during the 10 
years where Kratos served the Gods of Olym- 
pus. Somehow, the world falls dark and the Gods 
become powerless, and Kratos must decide be- 
tween saving the world and exacting his own per- 
sonal revenge. 


I" not sure who will benefit more from God of 





Sony has described Chains of Olympus as true 
to the God of War franchise, and we’d agree. It’s 
epic and action-packed gameplay plays just like 
the console versions, producing easily the most 
intense action experience on the PSP. Kratos is 
again a ruthless killing machine, and it looks like 
all his moves are making the journey to the PSP, 
including some entirely new attacks. There will 
also be plenty of exploration and puzzle solving 
through ancient Greek world, and all-new enemies 
and bosses to literally rip in half.—Mr. Marbles 








= Developer: Team Ninja ® Publisher: Tecmo 


® Release Date: October 


hile Ninja Gaiden/Black/Sigma may be 
W:-: of the greatest action games of all 

time, forgive us if we say the series has 
grown alittle long in the tooth. Sure, Ninja Gaiden 
Sigma is gorgeous, and could be one of the PS3’s 
best, but it’s more of a refinement than a reinven- 
tion. For those who hope to teach an old ninja dog 
some new tricks, Ninja Gaiden: Dragon Sword 
may be the answer to your canine prayers. 

Team Ninjais known for getting the most out of 
aconsole, and for as long as they've been around, 
ithas been a graphical effort. This time around, the 
team is tweaking the DS for all its worth in terms. 
of visuals and gameplay. According to Team Nin- 
ja’s founder, Tomonobu Itagaki, the vertical ori- 
entation of the screen allows Dragon Sword to 
take full advantage of the DS, saying, “From the 
gameplay perspective, it decreases the amount of 
space your hand covers the screen. Also, it’s eas- 
ier to show realistic depth to the 3D graphics when 
it's vertical. Since (Ryu) Hayabusa is a character 
that jumps and does a lot of vertical movement, 
it’s easier to show his movement using a vertical 
screen.” Not only is Ninja Gaiden one of the best 
looking DS games we've ever seen, it may be one 
of the best playing, too. 








The DS doesn’t seem a likely fit for the Ninja 
Gaiden series, which required lighting fast but- 
ton presses and analog stick movement on the 
Xbox. It’s even more perplexing when you hear 
that Dragon Sword uses none of the buttons and 
just one direction on the control pad. Surprisingly, 
Itagaki and company have managed to pack Ryu’s 
repertoire into a series of simple stylus strokes. 
Tap the screen, and he'll throw a star where you di- 
rected. Slash horizontally or vertically, and he'll do 
the same. Drag the stylus in a direction and he'll 
run. Tap Ryu, and he'll jump. If anything, there’s 
a lot to learn, and you'll likely mix a few motions 
up in the beginning, but it’s something you'll get 
the hang of rather quickly... mostly because it’s a 
game that’s extremely hard to put down. Team 
Ninja has also added quite a few little extra ap- 
plications of the stylus, like directing spells and 
spelling out Sanskrit symbols to unleash them. A 
normal developer would have made those the pri- 
mary use of the stylus, but Team Ninja is anything 
but normal. This could be the DS’ sleeper hit of 
2007.-DaveMayCry 
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Only the biggest games 
make GamePro’s monthly 
spastic info dump 


It’s pretty mreh official: Bj M« 0 
Guns of the Pz ts will not wiake it out until 2008, 
though it will hit Betore the end of Konami's fis- 
cal year, meaning it should hit store shelves by 
the end of March, ‘08. Konami still promises it is 
a PS3 exclusive, and with Sony head Jack Tretton 
saying it is the most important third-party game 
for the PS3, we have no reason to doubt it. Jack’s 
first-party PS3 lineup was looking quite delicious 





Slea@le- taal 


at Sony Gamer's Day in May, headlined by 

COM Confror yn, an Online-only multiplayer 
game for the PlayStation Network. The focus of 
this first PS3 SOCOM title is customizable clan 
features, and it should be the leading PSN game, 
setting the stage for the talk of the online town, 
LittleBigPlanet. Yes, we were initially blown away 
by its YouTube-like community features, but now 
that we’ve seen the seemingly endless number 
of character customization options, the dream of 
putting a cardboard box over a character’s head 
has finally come true. While [J Halo 3 won't let 
you do exactly that—apparently a paper bag has 
a lot less bullet resistance than the MJOLNIR ar- 


itatic 


Grand Theft Auto IV 
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LittleBigPlanet 


mor system—Spartan customization has become 
a major focus in Halo 3’s multiplayer mode. If you 
checked out our cover story last month, you’ve 
already seen some of the Spartan helmet varia- 
tions, but that’s just scratching the surface of 
what you can do in the final game. But the big- 


gest news of late was Blizzard dropping the un- 
expected announcement bomb on 
us, which in turn, caused the entire nation of Ko- 
rea to drop a bomb in its pants. It’s cool, 
though. They've got a while to cleanup 
and catch up on sleep before the 
game ships in God knows when, 2008. 
Nintendo fanboys will prepanly still oe 
trudging through fa \ 3: 
Cor by then, backtacking and 
getting lost, with bloodsucking Me- 
troids at constant bother. We just saw 
the game in action, and it looks a lot like 
Prime 2 with surprisingly tighter con- 
trols. It’s the first game to make decent 
use of FPS controls by use of the Wii Re- 
mote, which doesn’t feel like a spastic 
claustrophobic mess. The fanboy crowd 


rime 





COM 





was alge soap hai ¢ with good reason, for J Su- 
ymash Bros vl, and while Reggie didn’t 
give us any juicy saniopley videos, he did recon- 
firm that it will indeed release in 2007. So it looks 
to be another great holiday season for the Wii, and 
by “great” | of course mean that you still won’t be 
able to find a freakin’ Wii. Instead, you can treat 
your Xbox 360 to Tom Clancy’s newest venture, 
Fl Tom Clancy’s EndWar, which we've now been 
told is an entirely voice-activated RTS. Hopefully 
it works better than the Halo 3 beta voice chat did, 
which seemed to cut out every time | was about to 
verbally abuse a foul-mouthed 12-year-old. Just 
give me J GTAIV three months early and we'll 


call it even.—Mr. Marbles 
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GameRreakers: 12 Games that Break All the Rules 
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oven together with the steel threads of a cinema-worthy story line, As- 
sassin’s Creed isn’t just an innovative stealth game. It’s an experience 

that’s reinventing the stealth action genre, leaving nothing untouched in 

its passage. Every element of Creed’s design—from its historically accu- 
rate cityscapes, to its hyper-realistic A.I., to its completely re-imagined gameplay— 
drips with a passion not often seen from today’s developers. There’s no escaping 
it: The folks behind Prince of Persia: The Sands of Time have something brilliant 
up their sleeves. 

Legions of gamers around the world are already familiar with Creed’s story. It 
follows the path of Altair, an assassin of the Third Crusade, on his mission to rid the 
world of nine individuals on both sides of the war. Actively working to prolong the 
war for their own gain, the targets are scattered between three of the contested re- 
gion’s largest cities: Acre, port city to Israel and home of the Knights Templar; Da- 
mascus, capital of Syria and seat of Saladin’s rule; and Jerusalem, jewel of faith and 
the object of two centuries of war. 


As Altair, you'll be able to travel between, 
around, within, and overtop of these cities, scaling 
walls and leaping chasms in your quest to track 
down and eliminate each target—all while staying 
out of the eye of the law. And it’s there that Creed 
truly shines, for Ubisoft Montreal has pioneered 
a new kind of stealth that’s neither grounded in 
shadow nor dependent on remaining unseen. 
Quite the contrary, Creed’s gameplay may very 
well be the textbook definition of “hiding in 
plain sight.” 

The theory is simple. Ubisoft refers to it as 
“social stealth,” whereby Altair can keep from 
being noticed by behaving in a socially accept- 
able way: wearing clothing that doesn’t stand out, 
moving through crowds without disrupting their 
flow, and abstaining from actions that might draw 
the attention of those around. In practice, though, 
approaching a target, making the killing blow, and 
escaping is a multi-layered process with any num- 
ber of avenues of achievement. 

To start with, the cities themselves (and, for 
that matter, the entire world) are completely open 
to the player. Back alleys, main thoroughfares, 
raised awnings, and interconnecting rooftops 


are all perfectly reasonable and easily accessi- 
ble paths to a target. And the player may not only 
choose the path he or she might take, but also the 
manner by which it’s taken. If you’re up on a roof- 
top and want to cross a series of wooden girders 
connecting one building to another, it’s up to you 
whether Altair leaps smoothly from plank to plank 
or drops down and swings beneath them. The in- 
tention, according to producer Jade Raymond, is 
to allow the player the freedom to mold gameplay 
to his or her desires. 

Performing such high-flying stunts, of course, 
is sure to draw attention from passers-by, but 
keeping a low profile becomes even more im- 
portant when you're down in the crowd. It’s there 
that the crux of Creed’s breakthrough stealth sys- 
tem really comes into play. The game’s control 
scheme enables you to vary how forcefully you 
perform any action by squeezing the right trig- 
ger. Don’t touch it at all while moving through a 
mass of bodies, and Altair will deftly angle him- 
self between bystanders. Give the trigger a little 
tug, though, and Altair gets proportionately more 
forceful with his movements, nudging people out 
of his path. The option is always there to squeeze 
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the trigger down to its base, of course, with equally 
forceful results: us unfortunate souls in the assas- 
sin’s way will quickly learn the taste of gravel. 

And it isn’t just how you move through the 
crowds, but how you move with the crowds that 
can mean the difference between a perfect kill and 
a chase with the guards through the city streets. 
In Assassin’s Creed, even the most subtle shifts in 
motion and action can have wide-reaching impli- 
cations. Raymond revealed to us that Creed cur- 
rently boasts 150 non-playable characters on the 
screen at any given time. One Ubisoft program- 
mer says he can raise that amount to 200. Every 
single one of them can think and respond to what 
you do, and make your life easier or harder as a 
result. There are no two ways about it: Assassin’s 
Creed is one hell of a huge game. 

But more importantly, it’s a radically different 
game in a market that’s become exhausted with 
clones of tired classics. Ubisoft’s recipe is spar- 
kling with promise, and that’s no surprise. When it 
comes to those developers whose innovations de- 
fine our pastime, this team stands with the best. 


Want more 


Gey screens and info online? 
Text 


in Assassin’s Creed 


1. Defensive Combat: In a game where stealth is a matter of existence, combat 
is a last resort. Altair will do battle if he must with a blade, and a single blow will be 
enough to kill any enemy. His strength, however, is not the sword; to stay alive, you'll 
have to be patient, parry attacks, and wait for the perfect moment to strike. 


2. Extreme Environmental Interaction: Every single outcropping in Creed—ev- 
ery exposed brick, every protruding column, every innocent overhang—is a poten- 
tial avenue of approach or path to escape. If it sticks out more than two inches, Altair 
can hold onto it, climb up it, or leap from it. With over 10,000 animations driving his 
every move, this stalker can go anywhere. 


3. Social Stealth: The core element of Creed’s gameplay is also its most unique: 
unlike any game to come before, to be hidden here is to be in broad daylight, in the 
center of a city square, with guards blocking every exit. Social stealth means that 
you're out of sight if you’re just one of the crowd, not a hands breadth from victory 
nor a stone’s throw from defeat. 


CONTINUED > 
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GameBreakers: 12 Games that Break All the Rules 





Enter the Matrix this ain't. Stranglehold may be the game that shatters the 
negative stereotype of the movie-turned-video game once and for all. 


ive tila xcd hy destructible 
environments: This _ is 
far more complicated that 
blowing stuff up (though 
there’s plenty of that, too). 
For example, plenty of other 
shooters have tables that 
you can knock over. But in 
Stranglehold, you can blast 
off one leg, which weakens 
the other legs until they 
give out and the table col- 
lapses. And that’s just the 
tip of the iceberg. 


Gunfire Combos: Fighting games have combos...why not shooters? Like a virtual jazz musician, 
you're constantly improvising Tequila’s next move. Pounce off a wall, slide on a banister, then 
swing off a chandelier into a headfirst dive while giving a baddie a face full of lead. Now that’s a 


machine-gun solo. 


Innovations in Stranglehold 









lenty of past games have attempted to 

mimic the energy and visual poetry of 

a John Woo movie, but Stranglehold is 

the first game to actually tap into the 
brain of the celebrated action director. Compari- 
sons to Max Payne are inevitable, but acrobatic, 
slow-motion gunplay is only one small facet of 
Stranglehold’s appeal. 

You've destroyed before, but never quite like 
this. This official successor to Hong Kong cult film 
Hard Boiled, the quintessential John Woo flick and 
a cinematic masterpiece of bloodshed, gives you 
ultimate control of tough-as-nails Inspector Te- 
quila as he literally rips through drug lords with a 
slow-motion flurry of gunfire... mixed with the req- 
uisite dives, jumps, and mid-air chandelier swings 
that have immortalized Woo’s cinematic style. 

Stranglehold harnesses Epic’s powerful Un- 
real 3.0 technology. But instead of implement- 
ing shiny Gears of Wars graphics and been-done 
gunplay, Stranglehold smartly emphasizes in- 
teraction with the surroundings as much as with 
the hordes of enemies. GamePro is the first U.S. 
media outlet to play the latest and most reveal- 
ing level of Stranglehold, located in the Chinese 
fishing town of Tai O. We quickly learned that the 


Auto Slow-Mo: Here begins the next generation of Bullet Time. Forget meter management— 
Stranglehold knows when to trigger slow-mo to compliment the perfect mid-air gun dive. 
There’s also an option to keep slow-mo tied to a button, as in most other games. But where’s the 
fun in that? 


insurmountable hype surrounding this game is in- 
deed deserved. 
CONTINUED > 
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Multiplayer has been confirmed, but details 
are scarce. We'll find out more this summer... 


Great Minds Think Alike: 


Innovation is infectious! In the following 
pages, we compare games that share the 
same design DNA. 


When it comes to fully de- 

structible environments, 

LucasArts’ Fracture may 

do Stranglehold one 

better. Set in a gloomy 

future world where a ti- 

tanic flood has wiped 

out most of the central 

United States, Frac- ~ 

ture’s post-apocalyptic U.S. quickly devolves into civil war. It pits the 

surviving West Coasters (The Republic of Pacifica) against what re- 

mains of the East Coast (The Atlantic Alliance). The real hook? Earth- ee 

shaking weapons that shatter and deform the surrounding terrain, The Collector's Edition of Stranglehold 
a feature LucasArts claims is literally “groundbreaking.” Hardy har- on the PS3 includes a blu-ray treat: the 
har, we Say. film prequel Hard Boiled! 


This level, set in a small fishing town near Hong 
Kong, is loaded with detail. Must be laundry day! 
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ioShock doesn’t waste any time set- 

ting up your fight for survival. From the 

opening moments when you find your- 

self submerged in the ocean following 
an airplane crash, it plunges you into a vicious 
world that tests your moral fiber as well as your 
shooter skills. 

After swimming to a life-saving lighthouse, 
you'll descend underwater into a dream gone 
mad; one man’s failed vision of Utopia called 
“Rapture,” which now threatens to become your 
tomb. BioShock wants to be a thinking man’s 
first-person shooter, and it wants to make you 
think about more than how fast to pull the trigger. 
Players will be challenged not only by the first- 
person perspective gameplay but by how that 
gameplay also deals out moral dilemmas—the 
same moral choices that confronted the doomed 
citizens of Rapture. 

From your first steps into Rapture, you are sur- 
rounded by the eerie look and feel of moral decay 
captured brilliantly in a 1930’s art deco style. Here 
is all that remains of a “perfect” society created by 
the super rich with the best scientists, artists, ath- 
letes, andintellectualsofthetime. Irrational Games 
wants gamers to consider what can happen when 
people think they've created Utopia. When you 
remove all the economic restraints of society how 


MP IIT 
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does it impact the moral restraints? If you com- 
mit to an ideology, do you question the people in 
power or follow them blindly? 

BioShock challenges us through its gameplay 
to consider those questions and the choices made 
by the unfortunate denizens of Rapture, who are 
victims of their own technology. By ingesting a 
genetically engineered substance called “Adam” 
they developed remarkable physical and mental 
gifts, but little did they suspect that it would also 
transform them into monsters. However, in order 
to survive this deathtrap below the waves, you are 
continually faced with the decision of whether or 
not to harvest and ingest Adam yourself to help 
you defeat your foes, knowing that it can change 
you, too. Perhaps even for the worse. 

Of course, harvesting Adam will also test your 
character. The substance has to be drawn from 
the dead bodies of the creatures of Rapture, some 
of which still look disturbingly human. Confront- 
ing one symbiotic set of creatures, called the Little 
Sister and the Big Daddy, is purposely designed to 
be particularly unnerving. The Little Sister resem- 
bles a little girl and Big Daddy looks like the Hulk 
clad in an old-school diving suit. The terrible team 
has its own reasons for collecting Adam, but you 
might have to challenge them. Defeat Big Daddy, 
if you can, and the Little Sister is easy pickings. 





Innovations 
in BioShock 





1. Morally Challenging Gameplay: BioShock will hook play- 
ers with a story that’s woven into gameplay and threatens to 
turn you into a monster. How often will you ingest the potentially 
lethal substance called Adam? What will you do when you're 
staring down your gun barrel at a little girl-turned-mutant? 


“Ae. 


2. Strategic Customizing of Weapons: Certain guns give 
you an advantage over certain enemies and certain situations, 
but the catch is that you have to figure out how to build them 
from debris and items lying around the landscape. There are no 
blueprints, so only through trial and error will you learn what 
works where. 





Ps ” 3. Dynamic Enemy Behavior: The creatures of Rapture re- 
me ca i spond to each others’ A.|. according to a set of survival-of-the- 
e ieee fittest rules that governs the environment. You can use these 

A interactions to strategic advantage by setting up confrontations. 





















The gameplay will test your trigger finger and morality. 


However, the game cam zooms in for a close up confrontation that displays the 
Little Sister as a defenseless, frightened child who is scared and crying. Just how 
badly do you need Adam and how far are you willing to go to get it? Those answers 
will not always be clear, but the decision which will affect what you'll need to do 
from that point on will be yours. 

Additionally, unlike most FPS games, the strategic decision-making extends all 
the way to your weapon designs. BioShock dishes out the finger-frying FPS combat, 
but you have to earn it by figuring out how to build an arsenal from items and debris 
lying around the environment. You customize basic models of 1930s-era firearms 
into odd-looking but effective weapons, but part of the game’s combat strategy in- 
volves deciding what types of modifications might be needed to defeat certain en- , i 
emies. Shotgun, tommygun, or bazooka? You have to choose and you have to figure Great Minds Think Alike: 
how to build one. And there are no blueprints. 

Irrational Games is looking to throw even more curve balls and change-ups at S p 0 re 
you through the artificial intelligence guiding Rapture’s menacing menagerie. Crea- 
tures respond and react to each other with fight or flight responses according to 
the situation. For instance a single Splicer will retreat from an encounter with a 
Big Daddy, but a pack of Splicers will attack. This dynamic interactivity can play 
into your strategy. Sometimes you might be able to save ammo by letting crea- 
tures fight each other, or use your weapons to manipulate the odds in favor of one 
or the other. 

In a year where FPS games will dominate the fall season releases, BioShock 
already looks like a game that 
will stand out from the pack. It 
asks you think before you pull 
that trigger. 





Biologist wannabes, take note: 
BioShock doesn’t have the mar- 
ket cornered when it comes to fid- 
dling with DNA. On the contrary, 
while you'll only be able to tem- 
porarily enhance your player’s 
genetics in Irrational Games’ un- 
Want more BioShock screens derwater jaunt, you'll be able to 
and info online? manipulate creatures at the cellu- 
Text dy49 to 59479 lar level in Will Wright’s Spore. The upcoming Maxis game will 
give players the power to create their own beings, starting out 
with single-celled organisms and growing from there. Eventually, 
you'll be able to lead your creations, not just underwater, but into 
CONTINUED > outer space. System shock, indeed. 
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Call of Duty 4: 


Modern Watrfar 










Delivery from World 


ad guys in the Middle East. Rapid de- 
ployment of troops. A megalomaniacal 
Russian dictator. Nuclear catastrophe? 
Suddenly the entire category of WWII 
shooter feels so...tired. All on its own, Call of Duty 
4: Modern Warfare’s shift to present-day warfare is 
one doozy of a game breaker and proves that Infinity 
Ward isn’t afraid to tinker with a proven formula. 
The story: Years after a failed assassination at- 
tempt, an ultra-nationalist Russian by the name of 
Zakhaev goes Stalin on the mother country. In an 
effort to distract Western powers, Zakhaev allies 
with Middle Eastern terrorist Allesad and stages a 
coup in an unnamed Middle Eastern country. To 
combat the growing menace—Zakhaev, Allesad, 
and their lieutenants have been dubbed “The 
Four Horsemen” by the international media—U.S. 
and British troops go on the attack. The U.S. infil- 
trates the Middle East, while the Brits split off to 
hunt down Zakhaev in Mother Russia. The story is 
revealed almost entirely via gameplay and stands 


Innovations 
in Call of Duty 4 





in stark contrast to the sleepy predictability of 
WWII themes. 

The intensity: Almost without exception, 
shooters set in the present day are s-l-o-w. But 
that sluggish pace—a byproduct of higher tac- 
tical depth—often drains the intensity out of the 
experience. Call of Duty 4, though, sticks with its 
guns. If anything, the gameplay is even more in- 
tense than that of previous games in the series. 
In GamePro’s exclusive demonstration, the lev- 
els possessed a gritty, relentless, almost manic 
quality. The most startling example was an epic 
search-and-defend mission. Set at dusk in a Mid- 
dle Eastern city, our squad fought its way through 
war-torn city streets, onto balconies, and finally 
into a massive clearing for a climactic firefight that 
was more intense than any other Xbox 360 game 
we've seen to date. 

The multiplayer: Activision and Infinity Ward 
have remained quiet regarding the types of 
gameplay we can expect, but they did reveal in- 


1. Exposition and storytelling. This ain’t your daddy’s Call of Duty. At one point, 
you learn of a failed assassination attempt on terrorist Zakhaev. This plot point is 
conveyed through a playable flashback where you play the role of a would-be killer. 
The hit fails, you get caught, and you’re dragged through the streets before being 
shot in the face by Zakhaev himself. It’s a great, grim conclusion to a remarkable 


chapter in the game. 


2. Multiplayer meets RPG: One of the most promising innovations in Call of 


Duty 4 is its RPG-inspired online mode, which allows you to build a custom sol- 
dier from scratch. RPG stats, like strength and dexterity, are key to expanding 
your soldier’s abilities. 


triguing new details regarding online character 
customization. When you first log into multiplayer 
mode, you'll create a basic character (think stan- 
dard templates like soldier, heavy gunner, and so 
on). As you rack up kills and perform special feats, 
you'll gain experience points which in turn unlock 
special attributes such as faster weapon reload, 
increased strength, and more. You also gain the 
ability to define and create your own dream char- 
acter class—a la The Elder Scrolls IV: Oblivion— 
and distribute them to your friends online. All of 
this begs the question: Could Call of Duty 4 be 
great enough to take some of the shine off of Halo 
3? Time will tell, but either way, gamers should be 
in for one hell of a ride this fall. 


» Want more 
screens and info online? 
Text to 
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One of Call of Duty 4’s most striking attributes is the level of visual clarity and 


realism. We predict that it will be the best-looking Xbox 360 game of 2007. 


One of the first missions in the game is a daring raid on a cargo ship to 
recover a classified laptop computer. It starts with a rapid deployment onto 
the deck of the ship, complete with crashing waves and pounding rain. This 
mission is intense in a way that WWII shooters are not. At one point, your 
squad bursts into a bunk room and slaughters a group of sleeping enemies. 
Gruesome! 


Great Minds Think Alike: 


Left 4 Dead 


Both Call of Duty 4 and Left 4 Dead are about squad warfare 
and balls-to-the-wall intensity, but Left 4 Dead solely focuses 
on cooperative multiplayer. It pits four survivalists (human 
players or computer-controlled allies) against hordes of in- 
fected humans. These zombies are of the speedy 28 Days 
Latervariety, and will attack your tiny squad relentlessly from 
all sides. Your only hope of surviving: Stick with your squad, 
choose your targets carefully, and help your teammates. Left 
4 Dead could be a major turning point for the shooter genre— 
look for it on the PC and Xbox 360 this fall. 


In one of the missions demonstrated for GamePro, U.S. troops frantically 
move through the wreckage of a Middle Eastern city to protect and secure a 


stranded American tank. The end of this mission entails the most protracted, 
white-knuckled firefight we’ve ever experienced. 


CONTINUED 
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Metroid 
Corrupt 


e — a SI 
real enor 
% etroid Prime 3: Corruption marks the end of the Metroid Prime 3 trilogy. With so much at 
stake for Samus and the Wii it’s not surprising that the focus here is on controls. You might 
consider Metroid Prime 3 Retro’s shot at what some would call the Holy Grail of console 
gunning—replicating the ultra-precise feel of a PC mouse and keyboard. Instead, Metroid 
Prime 3 is shaping up to be something entirely different. 

So far the Wii Remote feels up to the challenge, with Metroid Prime 3 making Samus faster and 
deadlier than before. For instance, the flexible new lock-on aiming enables you to easily swing your 
fire onto multiple attackers on the screen or to defend against incoming missiles. You'll be able to se- 
lect the sensitivity of the controls from three levels—basic, standard, and advanced (advanced is where 
the pros will want to live), and the aiming is more intuitive since you use the Wii Remote to point at 
what you want to shoot. 

Another gameplay feature unique to Metroid Prime 3 is direct interaction with objects. The Wii Re- 
mote translates real-world movements to the gameplay, so you will literally point Samus’ fingers to 
press buttons (such as cockpit controls) or twist her wrists to open locks and turn knobs. You can also 
launch a slick Grapple Beam by flicking the Nunchuck and yanking it back, sort of like fishing, to pull the 
object towards you. Use it to retrieve objects or rip an enemy’s shield away from him. 

Metroid Prime 3 is staring down the barrel at some formidable FPS competition this year (see Halo 
\. 3), and the design boys at Retro went on record as 

saying that Nintendo president Satoru lwata wants WOR 9B 
~ Metroid to be “better than Zelda!” That’s no short ek > eee 
‘@ ; : screens and info online? 
LA order, but we figure Samus is up to the challenge. Gary Fast +3 
" 3 et 
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Samus has been infected by Dark Samus’s Phazon energy— 
the countdown to “corruption” begins this Fall. 






Innovations 
in Metroid Prime 3 


a b= fo 
2 SerserkKer Pirate 

Ultra Smooth FPS Shooting: Metroid is looking to get af- 

ter mouse and keyboard with Nunchuk and Wii Remote. At the 

very least, this Wii game’s establishing a new category for FPS 

controls. 


Lock-on Free Aiming: This is one of those design ideas that 
doesn’t seem at all complicated, but could wind up producing 


amazingly fun game action. 


Direct Interaction with Objects: The handheld design and 
internal motion sensors of the Nunchuk and Wii Remote make 
possible unique real-world gameplay options. Look for more Wii 
adventure games to mimic this design. 


‘ ee ed 
CONTINUED > 
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Metal Gear So 
Guns of the Patt 


The ugly future of \ 


olid Snake is old. His condition is a manifestation of the world around him. Torn apart by an 

eternally stalemated war, Earth’s long days and hard nights are dictated by the requirements 

of business. Proxy battles are waged between mercenary militaries and private contractors. 

The war is a holding action, a bloody distraction engineered by an organization called Outer 
Heaven. Outer Heaven's goal: to enact a worldwide insurgency. Meanwhile, Solid Snake is dying. He 
has been pressed into the service too many times, and now those efforts are exacting a steep price. 
His cells, cloned into existence so long ago, are breaking down. His abilities are faltering; his determi- 
nation, waning. He is an old man tired of the brutality of war. 

Through its many iterations, the Metal Gear series has spun an evolving tale of growth, struggle, 
failure, and redemption. Its story is as delicately crafted, brilliantly told, and expertly filmed as Holly- 
wood’s finest cinema, thanks to the direction of series mastermind Hideo Kojima. If there’s one thing to 
know about Kojima, it’s that he wants to make an impact. His story lines are among the most poignant 
in gaming and he’s always strived to make his gameplay just as iconic. He was among the first devel- 
Opers to take full advantage of controller vibration on the original PlayStation. Even now, with Guns 
of the Patriots, Kojima is working to integrate the PlayStation 3’s Sixaxis motion sensors (although he 
has yet to reveal precisely how). Kojima also hinted that players will be able to collect weapon modifi- 
cations and share them with friends. Again, the specifics are classified. 

Yet, despite those innovations, Hideo Kojima is probably most proud of his brainchild’s barely- 
uncovered story line—and just as protective of its secrets. Those details we do know are only back- 
story, yet already it seems as though Guns of the Patriots will give its forerunners a run for their money. 
Kojima’s vision of tomorrow is dystopian, yet terrify- 
ingly familiar. His unspoken message is as potent as 
his vision of future war. If our hopes and his promises 
are made reality, Guns of the Patriots may well be the Giiiy 


game that defines his career. 
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Raiden Returns: The whiney agent is 
now a vicous killing machine. 






Innovations 
in Metal Gear Solid 4 





1. The Octocamo Suit: Named for the octopus’ ability to shift the hue and color of 
its skin, Snake’s new stealth gear will allow him to lie in a pile of rubble and blend in. 


i 
‘ 
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2. Emotional A.1.: While a calm and collected enemy might easily spot a camou- 
flaged Snake amongst strewn debris, a panicked one might not notice that the rocks 
at his feet aren't, in fact, rocks at all. Furthermore, Snake can instill panic in enemies 
by firing at their feet or killing their companions. 
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ver the years, the Halo games have 

earned equal parts scorn (repetitive 

level design) and soaring praise (superb 

gameplay). But if Halo 3 has proved any- 
thing, it’s that Bungie Studios values the contri- 
butions of its users far more than those of game 
critics and industry pundits. 

Witness Halo 3’s video-sharing feature, a func- 
tion that’s so simple it could change the way we 
play online games forever. Following each match, 
Halo 3 automatically saves a full replay video. 
Want to keep it for posterity? Just tap a button to record the video—per- 
manently—to your Xbox 360’s hard drive. And these are no mere AVls, 
but small data files that record every pixel of your match. That means you 
can switch camera views to uncover enemy strategies, freeze-frame from 
any imaginable angle, and splice out screen shots and clips to upload to 
your friends via a slick Xbox Live file-sharing interface. It’s Web 2.0 for the 
gaming masses. 

The concept of post-match replays is nothing new, but making such a 
community-friendly feature a cornerstone of your online experience defi- 
nitely is. Given Halo 3’s massive industry clout, expect plenty of other 
publishers to follow suit. Tony Hawk’s Proving Ground, for instance, will 
enable players to record skate videos, add effects, and upload them to 
buddies. But Halo 3 will be the first, and likely the most robust, of many 
games that will challenge our expectations for online gaming. After all, 
vanilla deathmatch is so 1999. 


CONTINUED > 
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Halo 3’s new video sharing takes gloat- 
ing—and gaming—to a whole new level. 
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Community Tools: The 

Halo series continues to set the bar when it comes to empowering its us- 
ers. Halo 3, for instance, now enables players to easily mute loudmouth or 
abusive teammates. Meanwhile, it’s never been easier to build and share 
customized game types—Bungie says there are literally hundreds of pos- 
sible combinations of game rules in Halo 3’s multiplayer mode. 





Great Minds Think Alike: 


What could the family- [ay j 3 
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possibly have in common eb 


with the ultra-violent Halo PPR ENS 


3? Plenty, as it turns out. 
a) 
Both games put online fan Cece deal (8) 


communities at the core 
of their experience. Halo 
3 encourages its players 
to share, edit, and upload 
match videos; LittleBigPlanet encourages players to share, edit, and up- 
load custom levels, complete with a YouTube-style voting interface. By 
2008, expect more triple-A games to support similar community-centric 


features (see Tony Hawk’s Proving Ground). 
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The video games industry needs in- 
novation because it expands the potential of what 
games can be. Without innovations we would not 
have the rich variety that gamers can choose from 
whether they want to kill invading aliens, raise vir- 
tual puppies, or adventure in a vast online world. 


Co 


TN 
in 

Community building and player communica- 
tion are areas that do not get enough focus, even 
for online games. Developers see the game expe- 
rience occurring between the main menu and the 
quit screen...when really the experience can en- 
compass much more. Making a great team game 
like Enemy Territory: Quake Wars encompasses all 
aspects of the game design, such as an objective 
system that focuses players on acommon goal or 
the class system that gives all players something 
unique to contribute. 


- : yn 


Red alert! Enemy Territory: Quake Wars is more than your average online shooter. But does it repre- 
sent true innovation? Id Software co-owner and lead artist Kevin Cloud makes his case to GamePro. 





m Why Innovation 


Kevin Cloud is no stranger to innovative gam 
The outspoken lead artist and co-owner of id 
explains the importance of innovation in g: 
how his upcoming team shooter Enemy Territ 
Wars fits into the big picture. 
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When you are innovating you're creating 
something different, and that difference can con- 
fuse players. But regardless of innovation, your 
game must have something that is appealing to a 
lot of people. That core idea should be simple and 
common, whether it’s shooting bad guys or build- 
ing cities or racing cars. In my opinion, almost ev- 
erything people want in a game can be found in 
a toy box—from army men, to stuffed animals, to 
dress-up, to treasure hunts, to cowboy and Indian 
games, to building blocks. 


| don’t really see it that way. The industry 
needs innovation...but not every game needs 
to innovate. A derivative game can be great, if it 
is done well. Where publishers and developers 
are to blame is releasing buggy and low quality 
games. It is getting to the point where | will not in- 
stall a kid’s game on my PC due to the number of 
bugs those games are being shipped with. 


As a developer, | love the “little” innovations 
because it doesn’t take an army to implement 
them and they can make the difference between 
a popular or an unpopular game. But the industry 
cannot move forward on little innovations alone. 
We need developers that are willing to take the 
risk on the big ideas. 


Sure. If you make something too different or 
too complex it frustrates players. PC developers 
are famous for avoiding [difficult] decisions by 
adding more options and multiple features. The 
clear warning sign that you are going too far is 
when your biggest debates are focused on howto fit 
your interface on the screen and still see the game. 


| think the Gravity Gun from Half-Life 2 was a 
great idea implemented extremely well. 


| can always use more processing power and 
memory, but in my opinion there is a level of di- 
minishing returns as to how this expands our po- 
tential to innovate. We have enough computer 
power to demonstrate tons of game ideas. Faster 
and better hardware means faster and better rep- 
resentation of those ideas. However, the Internet 
is a bit different. This is still unexplored territory 
for developers. 


The Megatexture is one massive, highly de- 
tailed texture that is used over the entire terrain 
rather than the traditional approach of using one 
small texture that is repeated over and over again. 
Not only does this provide a look that cannot be 
seen in any previous game, we can also use the 
technology to indicate surface friction, particle 
effects, and sound while actually saving perfor- 
mance. The next step is uniquely texturing ev- 
erything in the game world...no more texture 
size limitations. 


After working with John Carmack for all of 
these years, I’ve seen that many of the innovations 
we’re working with today are ideas he discussed 
five, ten years ago. This is also true for the Mega- 
texture technology. For ET: Quake Wars, it was as 
simple as asking John a question about different 
terrain texturing options. He had experimented 
with texture streaming technology during Doom 
3 development and it didn’t take long to get it up 
and running. 


Pr arene 


In ET: Quake Wars, we merged elements tradi- 
tionally found in single player games into a com- 
petitive multiplayer game. Making the design 
choice to have two different teams with differ- 
ent abilities forced us to make balancing deci- 
sions that are less about equal points of damage 
and more about counter strategies. The end result 
is a deeper game that is as much about tactical 
choices as it is about accuracy. The hope is that ET: 
Quake Wars is less like a sport with guns and more 
like being in the middle of a war movie where you 
can be the hero. 


These are all great games. | love Battlefield 
and I’m looking forward to playing Team Fortress 
2 and Unreal Tournament 3. But the similarities 
[between those games] are few...which is cool, 
because who wants four versions of the same 
game? ET: Quake Wars focuses players on a com- 
mon military mission, such as constructing an 
EMP disruptor or hacking missile defense shields. 
Fighting in and around the objective means that 
combat is more intense and focused. Each player 
takes on a unique role, ranging from support, to 
soldier, to infiltration. Whether you're great at run- 
ning and gunning, or better at strategy, or enjoy 
sneaking behind enemy lines, there is something 
you can do to help the team. 

At the end of the day though this all boils 
downs to a game play experience that | don’t get 
from other games. When | complete an objective 
in ET: Quake Wars, | am not scoring a goal or mak- 
ing a point...| have taken something the enemy 
cannot take back. You get a sense of being a hero 
that you don’t get in any other game. 


BEGBREE BIE | with, 





ie Edt Yaw Selector Comple Gd Meta Mac Suh Poth Safwerce Toran Map 


2s Bia) sboley -}--) ‘wlolmaiwl ef we} | marin} ei} poh) dss) brs) ales} ef GSTEAI Fee fae | w) o} Olen) eh minds 
et 21 Bam of" it) Bijrojea} w fe 1A Hy imi +} 


Se ee SELB) ©| fea 


i/os4 
RSA pyS 
MOU VREASS 
OANA 3 
BSA Tl SS , 
BS VAVAVAMA 
a S27) 2 
Ye } 
CAT ; 


Propepma Cutribuece [ tetee 


Mo Mom selected 
Salat 4 nar bo se 49 Goscronen. 


emia iceie eee 


a ell tow 


Fitewr tee} 5 


peng O 


retoes SESNESE 


id Software’s new Megatexture technology helps build more beautiful worlds, as evidenced by 
these in-editor shots from Enemy Territory: Quake Wars. 








Worst Trends 
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have long run their course 
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Why do so many games depict females as 
flawless-looking, cleavage-flaunting, Uzi- 
toting killing machines? These immature por- 
trayals of women prove that this industry has 
some maturing to do. 


Chief offenders: Ada Wong from Resident Evil 
4, Lara Croft from Tomb Raider Anniversary 


6. Supersoldiers 

You are an elite supersoldier, perhaps the last 
of your kind, that was genetically perfected 

in a laboratory...ahh, you know the rest. The 
number of shooters that feature this clichéd 
sci-fi premise is growing at an alarming rate. 


Chief offenders: F.E.A.R., Halo 
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There’s no law that says players must star as 
a tough-as-nails soldier in every action game. 
Why not a fresh-faced street cop, a la Resi- 
dent Evil 2? Or a normal teenage girl, as in Si- 
lent Hill 3? Can't we play as someone else for 
a change? 


Chief offenders: Ghost Recon Advanced 
Warfighter 2, Rainbow Six: Vegas 
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We’re all for enhanced interactivity, but that 
doesn’t mean developers should max out all 
14+ buttons on the Xbox 360 and PS3 control- 
lers. Here’s a hint for developers: less buttons 
is almost always preferable to more. 


Chief offenders: Halo 3, Splinter Cell: 
Double Agent 


3. Annual sequels 

This practice can wreak havoc on a popular 
series. By releasing yearly sequels, publishers 
cramp their star game with a perilously short 
development time and soaring expectations. 


Chief offenders: Splinter Cell, Call of Duty 
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Granted, games aren't the only products 
plagued with rising prices, but after being 
raised on the $50 price point, it just seems 
wrong to pay more...especially when publish- 
ers nickel-and-dime us through rampant pay- 
to-play downloadable content. 


Chief offenders: Lumines Live, Guitar Hero II 
for Xbox 360 
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Since the dawn of video games, publish- 
ers have released roughly 350 World War 
\l-based titles...all for a conflict that lasted 
six years. The Allies won. Can’t we be done 
Wie med 

Chief offenders: Medal of Honor, 
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Some of the games on this list are great. Others are downright awful. But all 52 games 
on this list have influenced the medium of video games in a lasting, meaningful way. 


because it ranks importance, not necessar- 

ily quality or popularity. The GamePro edi- 
tors generally decided that, in order to make a 
spot on the list, the game had to meet the 
following criteria: 


aE his list was surprisingly challenging to write 


rn gaming a een Ags out 
manag er ON irrelevant series like Sonic the 
Hedgehog (which sprung from the same pool as 
Super Mario Bros. anyway). Ditto for Castlevania. 


pe 


3D shooter. So what? Other, earlier shoot- 
ers had far more gameplay influence—id’s 
own trend-setters Doom and Wolfenstein, for 
instance. Same goes for Virtua Fighter...yeah, it’s 
cool, but how important is the super-nichey 3D 
fighter genre in modern gaming? 


Innovation trumps sales every time— 
it’s all about influence. For one reason or 
another, the games on this list changed the way 
things were done. Sometimes, sadly, these 
changes are for the worse. 
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The first home console game to successfully 
translate the frenetic arcade action of games like 
Donkey Kong, Mr. Do! and Dig Dug, Pitfall took 
the Atari 2600 to a wnole new level and made 
Activision the first major third party player, a legacy 
that continues to this day. 
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Okay, so Quake was the Te 


By Boba Fatt and the GamePros 
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Mystery House 


In 1980, there was no HDMI or progressive scan, 
just a bunch of white text on a black screen. But 
this text-based adventure game, created by Sierra 
On-Line founders Ken and Roberta Williams, was 
revolutionary for one simple reason: it featured 
graphics ata time when most computer games did 
not. The first adventure game to feature a visual 
component, Mystery House was a commercial 
success, selling copies in the tens of thousands, 
which, in those days, qualified it for blockbuster 
status. Its most significant contribution was to 
prove that the visual element is crucial to the 
success of a video game title...something gamers 
take for granted in this age of anti-aliasing. 
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Up, Up, Down, Down...ahhh, you know the rest. 
Though a classic in its own right, the NES version 
of Contra forever changed gaming by popularizing 
the use of cheat codes, which played a major part 
in early gaming culture. After the “Konami code,” 
gaming would never be the same. 
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Simply revolutionary in premise and execution. 
When THPS hit the PlayStation in 1999, it was an 
instant hit among gamers of all persuasions and 
became the key cash cow for publisher Activision. 
Though the later installments are more conventional, 
the first game changed perceptions about what 
form sports games—and console games, for that 
matter—could take. 









ony Turismo 


Racing games were stuck in low gear until 
Polyphony Digital’s landmark Gran Turismo: The 
Real Driving Simulator came along in 1998 and 
changed everything. Where to start? Gran Turismo 
upped the ante in every single way, from the 
insanely realistic driving physics to the endless 
component customizations. Even the graphics 
were remarkable for its time (real-time reflec- 
tions!), and its early use of the Dual Shock analog 
controller set standards across all genres. Modern 
racing titles, which pride themselves on their 
realism and customization options, are standing 
on the shoulders of Gran Turismo. 


More influential than Quake and funnier than 
Doom, Duke Nukem 3D was one of the first games 
to feature a protagonist with a real personality...in 
this case, the hard-drinking, wise-cracking Duke 
Nukem. His snarky one-liners may have been 
cribbed from Evil Dead, but Duke’s gravel-throated 
voice and deadpan delivery lent the game a thick 
layer of sarcasm. Add in countless B-movie refer- 
ences, interactive environments that have yet to 
be matched, and an arsenal of off-the-wall weapons, 
and you've got yourself one of the most important 
shooters ever released. 
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Though not instantly recognizable as an earth- 
shaking game, Super Mario Kart holds up on 
closer examination. This fast-and-furious racer 
turned the racing genre on its ear, spawning a 
“kart racing” phenomenon that prospers to this 
day. More importantly, the SNES original paved 
the way for combat racers like Wipeout, Twisted 
Metal, and Burnout. 


Super Mario Kart 


At first glance little more than a gorgeous 
console shooter, Halo’s innovation lie curled 
within its scores of subtle gameplay refinements. 
By making the player’s health meter recharge, 
Halo eliminated the need for frustrating health 
pickups (though they appeared in an almost 
vestigial fashion in the first game). This recharging 
health meter has since appeared in hundreds of 
games and is the current model for nearly all 
action games. Other trend-setting developments 
included limiting players to carrying two weapons 
at atime, a design choice that highlighted strategy 
and realism, and putting a key focus on vehicular 
combat—an unusual but defining choice for a first- 
person shooter. 
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Nintendog 


Though not everyone appreciates this choice, 
Nintendogs clearly represents a turning point for 
modern video games based purely on its acces- 
sibility. Based on the foundation of digital pets 
like Tamagotchi, Nintendogs introduced millions 
of non-gamers to video games. Along with non- 
traditional games like Brain Age, Nintendogs 
turned the Nintendo DS into a bona fide cultural 
phenomenon. 
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Enter the Matrix 


A landmark evolution in the relationship, and 
marketing budgets, shared between filmmak- 
ing and video-game design. Enter the Matrix was 
an international mega-hit, thanks to intertwining 
story lines and game cut-scenes filmed during 
the actual production. And yet another example 
of fans’ perpetual disappointment with games li- 
censed from films. All of which started with... 





E.T. The Extra Terrestrial 


Notorious as the most colossal flop in the history 
of the industry, E.T.—reportedly made in just five 
weeks and by many accounts the worst video 
game ever made—cost Atari millions of dollars 
in unsold cartridges and did even more damage 
in consumer trust. E.T. is also greatly responsible 
for the video game crash of 1983, which spelled 
disaster for the once omniscient Atari. Nintendo 
rose from their ashes, Atari never again regained 
market relevance, and gamers who had learned 
a major lesson about licensed titles spoke 
definitively with their wallets. 
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tried-and-true game scenarios in a whole new 
way, the Wii may change the way we interact with 
games forever. Gaming meets exercise, interac 
tivity is raised to a whole new level, and so many 
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Though sports simulation titles hog the limelight, 
NBA Jam reminded us not to take sports too 
seriously. Its off-the-wall presentation paved the 
way for a whole generation of arcade-influence 

sports games, most notably NFL Blitz, the EA Big 
series, and even crash-happy racers like Burnout. 








Spacewar was the first true video game ever 


created. This simplistic interstellar action 
game took a monumental programming effort. 
Developed by some obviously intelligent people 
at the Massachusetts Institute of Technology for 
the DEC PDP-1 computer, Spacewar featured twa 
spaceships—the needle and the wedge—battling 
it out on a plain black playing field dotted with 
stars. Despite its simplicity, the game had some 
innovative features, including actual physics 
(gravity would affect the trajectory of player 
shots) and an accurate representation of the night 
sky. Oh, it also had one feature that we've all 
come to take for granted these days: multiplayer 
deathmatch! Spacewar is as important to the history 
of the video game industry as the invention of the 
Wheel was to the automobile industry. 


Arguably the best Western fighting game to date, 
and certainly the title that defined Mortal Kombat 
as a brand, this game launched a thousand 
imitators en route to becoming one of the most 
famous—and infamous—video games ever made. 
Its technical and artistic mastery is only matched 
by its gushing gore. 





What may go down as the PlayStation 2's first 
true killer app, Devil May Cry’s epic size and 
Sele) eA em UC MOTOR AMS RM (I(¢ RCL) 
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technology—is the true frontier. Its influence is 
obvious: without Devil May Cry, games like Ninja 
Gaiden and God of War simply would not exist. 





Although its predecessor was a groundbreaking 
genre creator with a truly revolutionary random 
dungeon generator, Diablo II launched the fran- 
chise into accessibility by streamlining the in- 
terface and developing an extremely important, 
well-maintained online component in its free 
Battle.net service. That it’s still popular seven 
years after its introduction speaks volumes. 
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A classic shooter in its own right, we bestow im- 
mortality on Geometry Wars because it redefined 
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an epic 40-hour game experience released on an 
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stead built an immensely polished little shooter 
that could have easily found enormous arcade 
popularity in the mid-80s...had it not been re- 
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neering digital distribution over Xbox Live make it 
a vastly important game. 
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Although only a cult hit in America, Dragon War- 
rior’s arrival in Japan powerfully affected the 
industry by delivering the definitive console role- 
playing game. In many ways, the road to Final Fan- 
tasy and Zelda started here. 





A landmark blending of genres that introduced 
a whole new level of role-playing-style depth to 
first-person shooters, Deus Ex quietly changed 
SUT MN ENVn olen OE NVC LATo Ree E-Ten MR COLE 
Even the conspiracy-laden story line stands alone. 
But did Deus Ex (or its informal predecessor, Sys- 
tem Shock 2) get the respect it deserved? Hardly. 








The Building of a Dynasty 


Westwood Studios’ groundbreaking Dune II es- 
tablished the modern control structure for real- 
time strategy titles. Without this game, there 
would be no Command & Conquer, Warcraft, or 
Age of Empires. 
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Dance Dance Revolution 
Video games as calisthenics! The Japanese phe- 
nomenon didn’t take make as big a splash as ex- 
pected with us lazy Americans, but it did spark 
major ideas with game developers, many of which 
are still to be realized. 





Zork 


Fantasy gaming took a major step into the virtual 
world with this, the most famous text-based game 
title. The road to World of WarCraft took a major 
turning point here. 


Ultima Online 


The first graphics-based MMO not only changed 
gaming, but may have changed society forever. 
In-game player-staged protests led sociologists 
to take note of this bizarre new underground sub- 
culture with the silly moniker, “MMORPG.” 
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from the first mainstream home video game con- 
sole, the Atari 2600, Adventure pilfered from Tolk- 
ien and Dungeons & Dragons to create an epic 
fantasy with multiple zones, increasingly difficult 
bosses, unfurling quests, and, coolest of all, se- 
cret rooms and messages thanks to the legendary 
“magic dot.” Every video game RPG ever made 
owes some influence to Adventure—and the en- 
tire game contains less code than your desktop 
wallpaper image. 


Adventure 


oe 
Half-Life 


Half-Life is an important game that will still be rec- 
ognized decades from now for its massive contri- 
butions to game storytelling. Its perfectly paced 
plot gradually unraveled through short interactive 
cinemas, which meant the player always felt ut- 
terly rooted in the game world. Half-Life’s inter- 
active storytelling made CG-rendered cinematics 
utterly trite and pointless, though lazy gamemak- 
ers still rely on them even today. 
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Pong 


Widely (and falsely) credited as the first video 
game, Pong was the breakout title that launched 
the idea of video gaming into the cultural con- 
sciousness and established video games as a 
noteworthy medium. This game also introduced 
gaming concepts that were elaborated in games 
like Breakout and Arkanoid and spit shined in 
modern titles like Virtua Tennis. Pong was also 
the first major title from Atari, the industry’s first 
dominant leader, and gave that company the 
brand-name recognition to enter the home mar- 
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A milestone. Who hasn't played air guitar? Turns 
out those rock star ambitions can be realized in a 
video game. The only question on this one was, 
“What took so long?” Guitar Hero may have been 
Tell iae) Cem eee Role r Tn a Rel Ca acto 
but it alone made music games relevant thanks to 
its slick controller and intuitive interface. 
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“Survival horror” went from a bizarre catchphrase 
to an industry cliché when Resident Evil burst onto 
the scene, firmly establishing the PlayStation as a 
viable destination for third-party publishers and 
introducing the first truly scary interactive hor- 
ror movie to gaming fans. The genre peaked with 
Resident Evil 4, which was probably better than 
any horror film in the past 10 years, as well as a 
clear inspiration for Gears of War. 

But why is Resident Evil 4 on the list and not 
the first game? Because it was the series’ pinna- 
cle, expanding on the stuff that worked (suspense, 
action, and a customizeable arsenal) and leav- 
ing out the stuff that didn’t (god-awful dialogue, 
slowly shuffling zombies, and the ink-ribbon game 
saves). Resident Evil 4 is truly a landmark title in 
modern gaming history. 
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Counter-Strike wasn’t the first mod project ever 
LTT aN ZL (oMs Co 20S me) Mt elec NAALe 
began as a simple homebrew experiment quickly 
ballooned into one of the biggest online entities in 
gaming history and helped elevate the modding 
community to the heights of legitimacy. Counter- 
Strike is a classic—easily one of the best games 
of the decade. 
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Kung-Fu 


You put a guy on one side and another guy on the 
other...and then let them fight. Think people are 
gonna want to play video games like this? 





Myst 


The game for everybody other than gamers, Myst 
mystified audiences and became a major killer 
app for the first generation of PC graphics cards 
and CD drives. This title’s challenging and reward- 
ing puzzles, which unlocked beautiful, mesmeriz- 
ing environments, may not have been enamored 
by hardcore gamers, but the public at large fell 
in love. Until The Sims came along, this was the 
highest-selling PC game of all time. 
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The first killer app for online console gaming, Halo 
2 defined Xbox Live as the premiere model for 
matchmaking services, allowing it to expand with 
content delivery like demos, downloads, game 
patches, and even advertisements. Not one game 
has ever even approached the flexibility and sim- 
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Sure, StarCraft is one of the most popular video 
games of all time and practically the national 
sport of Korea, but its true lasting impact is its 
revolutionary Battle.net multiplayer gaming sys- 
tem, which enabled it to become a major “virtual 
sport” worldwide. Its influence is still felt nearly 
10 years later. 





SimCity paved the way for cerebral games while 
creating an entire genre and one of the industry's 
most enduring catchphrases. Simply say “sim-” 
anything and you understand the nature of the 
game you're describing. 








Street Fighter || 


Along with Mortal Kombat Il, this is the definitive 
2D fighter, and genre leader Capcom’s most en- 
during title. Street Fighter II’s popularity was such 
that its exclusivity is widely recognized as having 
single-handedly saved the Super Nintendo from 
losing the console war to the Sega Genesis. 





Not only the most famous first-person shooter 
of all time (rightly deserved, for introducing the 
world to the gaming style), Doom’s revolutionary 
shareware delivery was one small step for games; 
but one giant leap for independent game develop- 
ers. This was one of the first games in which us- 
ers took an active interest in modding, providing a 
showcase for future programmers. 
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Metroid 


What started out as a quiet, unassuming platform 
game with a goofy title stunned players with a 
plethora of surprises, from sprawling hidden ar- 
eas and epic, exhausting boss battles to its coup 
de grace, the revelation that your fearsome hero, 
Samus, was actually female. 





Final Fantasy VII 


The Final Fantasy series had become irrelevant in 
America and the PlayStation was losing ground 
to the superior technology of the N64 when Fi- 
nal Fantasy VII struck the world, reminding ev- 
eryone of the power in disc-based games and 
setting a new benchmark for both graphics and 
storytelling. 


et ; Fe rae 
4 “dolor je seam iaqele 
13 e Jol dot Joh dele Jat aE 


BST ora errelsicsaae 


Arguably the most popular console game ever 
and one of the top-selling video games of all time, 
Super Mario Bros. saved the industry from the 
great crash after the fall of Atari and established 
platform gaming conventions that transcended 
the leap to 3D and are still widely used today. 
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The title that flushed a thousand toilets, Tetris, the 
little Russia-originated game that could, propelled 
the original Game Boy into the mainstream and 
became the fuel that launched modern handheld 
gaming. All that with just a few strange shapes! 
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11 Civilization 


The dawn of the cerebral video game may have 
broken with Civilization, the pioneering turn- 
based strategy game of politics and economy 
from mastermind Sid Meier. This title branded its 
own genre while establishing a rare breed in this 
industry: An auteur game. 








Metal Gear Solid 


Metal Gear Solid is one of the most innovative 
and important games of all time for many rea- 
sons, particularly because it broke the fourth wall 
of gaming. Though it’s not always a popular ex- 
ample, the mind-bending fight against Psycho 
Mantis epitomizes the impact of Metal Gear. It was 
one of the most interesting and amusing boss bat- 
tles of all time; Psycho Mantis “read” your moves 
from the controller, making him unbeatable. To 
win, you had to switch your controller to the 2nd 
port. Weird, wacky, but downright innovative, 
Metal Gear Solid re-introduced game designers 
and gamers to the notion that a game could inno- 
vate in this day and age above and beyond graph- 
ics and level design. 
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Hands-down, the console killer app of the 90's, 
the best game ever licensed from a film, and still 
arguably the best console first-person shooter of 
all time, Rare’s GoldenEye 007 for the Nintendo 
64 silenced the naysayers who believed the FPS 
would never transcend mouse-controlled com- 
puter platforms. It also established split-screen 
head-to-head gaming as a viable, compelling sce- 
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like to call “Halo.” 





The highest-selling computer game of all time, 
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be so many things to so many people. Whether 
you're looking for a challenging game of balance 
and endurance, an exercise in raising pets, or anar- 
chitecture and decorating exercise, you're bound 
to find something compelling in The Sims or its, 
multitude of expansions, spin-offs, and sequels. A 
rare match of style and substance, and absolutely 
a threshold step in the history of gaming. 



















As revolutionary as any title in the history of the 
medium, Wolfenstein 3D introduced gamers to 
a whole new perspective in shooting-first per- 
son—at a time when static sprites dominated 
flat, Super Mario-driven gaming. Wolfenstein 
3D launched id, the most influential developer 
in the 90s’ rush of first-person shooters, and 
allowed John Carmack to bust the door open 
with Doom and Quake. This title was as big a 
step in video games as sound or color in mo: 
tion pictures. 


Originally launched in 1979, Namco’s Pac-Man 
quickly became the most popular video game of 
all time. Pac-Man launched a global phenome- 
non, featuring the medium’s biggest star charac~ 
ter (and Mad Magazine's Man of the Year 1982). 
The title also gave birth to the 80s’ arcade cul- 
ture while riding a wave of merchandising that 
reached Saturday Morning Cartoons, toys, pa- 
jamas, and Pac-Man Fever, a beloved Top 40 re- 
cord. If imitation is the sincerest form of flattery, 
then Pac-Man must have one hell of an ego—the 
format was borrowed, evolved, or outright sto- 
len by dozens of imitators, and remains a staple 
of arcade collections and mobile time diversions 
today. Though its gameplay heritage doesn’t in- 
fluence many games anymore, it’s hard to imag- 
ine another game ever having the global impact 
foal 
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1996 as a herald of the future: Never again would 
the beating heart and soul of video games live 
in two dimensions. Another title masterminded 
by Shigeru Miyamoto, Super Mario 64 utilized 
the Nintendo 64’s then-new analog stick to de- 
liver an unprecedented amount of control, from 
Mario's cautious footsteps to a mini-stick dedi- 
cated solely to camera manipulation, Super Ma- 
rio 64 also perfected the hub-based system of 
linear level evolution, allowing the player to re- 
enter levels with new powers and skills to explore 
new areas, a concept which dominated console 
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In years to come, this title may very well bound 
to the top of this or any list considering monu- 
mental achievements in gaming. With a world- 
wide player base topping eight million, World of 
Warcraft was the breakthrough mainstream mas- 
sively multiplayer game, and the exact moment 
when video gaming became a social exercise by 
necessity. Incorporating the best of so many in- 
fluences, WoW takes only moments to learn, but 
offers an astoundingly complex, ever-expanding 
else R USC) Ra oe Com Cee) Us 
tion bite-sized increments. Simply put, the whole 
world is playing WoW, and gaming will never be 
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The Legend of Zelda 


The Legend of Zelda was a breakthrough when it was released in America in 1987, and quickly 
became the first mainstream RPG video game hit. It also began one of the most innovative and 
influential gaming dynasties of all time and, along with Super Mario Bros., rescued the industry from 
the devastating effects of the crash of 1983. 

This is the masterpiece from the master, the most important game from industry legend Shigeru 
Miyamoto, who has had a hand in creating many, many landmark titles in video game history. The 
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saving your progress, helping establish the game as a monumental milestone for the NES. But this was 
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Aclassically structured fantasy tale, Zelda put you into the green moccasins of Link, the young pau- 
per destined to assemble the TriForce and use its power to overthrow the diabolical Ganon and save 
the princess Zelda. With so many now-classic features that instantly became go-to RPG conventions 
even in modern titles like World of WarCraft and The Elder Scrolls: Oblivion, Zelda can be considered 
the Casablanca of video games. And somehow, each new sequel retells the same story while deliver- 
ing status quo-shattering breakthroughs. Later incarnations, like 1991's SNES entry A Link to the Past, 
were lauded as masterpieces, and some consider Zelda’s 1998 installment The Ocarina of Time to be 
the best video game ever made. And the ball keeps rolling: Last year’s GameCube and Wii Zelda title, 
Twilight Princess, has established that console as a major force against its overpowered competition 
while also redefining the way we interface with a video game. 

Look back on the history of video games, and realize how many times the industry took a step for- 
ward wearing shoes emblazoned with the Legend of Zelda logo. This is where it all began. 































Electronic Arts has established an empire as the most successful third party games publisher of all time, 
and they've done it squarely on the shoulders of their infinitely successful Madden NFL franchise—the 
top-selling series in gaming history and most important weapon in the console wars for more than a 
decade. Last year alone, Madden was the top-selling video game of the year, and fueled EA’s power 
moves to secure the exclusive rights to the NFL while granting a gigantic boon to the Xbox 360 by 
agreeing to work with Microsoft's Xbox Live service (thereby forcing the mighty Microsoft, or allowing 
them, to cease their own sports line). 

Tea RUA ee Ci eee Ce ee OM Tm Roe elem Ta ark rT 
(which first launched for the Apple Il in 1989, and moved into console domination in 1992) has made the 
actual John Madden far more known and respected than he ever was within the world of pro football. 
But John Madden's fame and the video game's influence rose together through generations of tech- 
nology, and a cultural touchstone was created in the fusion. John Madden indelibly became the voice 
of video game sports the game incorporated his actual voice in 1996. Now, those vague comments, 
questionable insights, and bizarre thought processes are a beloved part of millions of armchair quar- 
terbacks’ favorite moments every year. 

Revenue and respect from Madden has allowed EA to dominate the video game market share and 
AU a One Rm eC Me Cee RU Murer Maa ametCAN ETT 
Bond, and those nigh priceless exclusive pro sports rights. No game in history has sold as many con- 
soles as Madden, and the end of this franchise’s domination is nowhere in sight. 


Grand Theft Auto III 











Ne cel eM eee Rt Ce fel ee Ul a la ORL UES aia me lt le]} 
change and just know. Elvis Presley didn’t merely alter the landscape of rock, he changed music. Star 
Wars didn’t influence genre films or set precedents in science fiction, it changed movies. Forever. And 
in that same way, Grand Theft Auto Il changed video games because its influence will extend to almost 
every genre of games, possibly forever. 

SSCP Colca Clo a ele le (ea Rea eee Rel ale me ere eT ecMe ate Netey Cnt) NaCcies 
rifying impact on society. But nobody can deny GTA III's revolutionary impact on game design. When 
Grand Theft Auto III landed in October of 2001, it instantaneously dated every game that came before it. 
The open-ended sandbox design of GTA III was a masterstroke, allowing the player an unprecedented 
degree of freedom to play as they choose. Whether following the main plot or ignoring it, players were 
free to indulge in any number of diversions at whatever level of morality they found comfortable. Sud- 
denly, level-based gameplay—an unspoken contract between gamer and game designer for more than 
20 years—was laughably antiquated. Even the hub-style launching points popularized by Super Mario 
64 felt old and dusty. Simply put, GTAIII redefined how games are played, serving as a wake-up call to 
TMU AU TeaLCe ROMERO) ALO ea PMT eag eth ed Lela ele 
ies must be attacked with the same vigor as technological hurdles. 

After GTA Ill, everything from Tony Hawk to fighting games, shooters, and even the Simpsons fran- 
chise went back to the drawing board. No other game in the last 20 years has had more impact than 
Grand Theft Auto Ill. It radically evolved the bond between gamer and game, in the process changing 
everything about how games are made and played. 


GAMEPRO.com // AuG 2007 // 73 


'f 


Gar itssY 





Ee ele Oe SS ee 


— te oe en of th 
A LED AMM bok ose 


Spider-Man 3 has its share of moments that are tough enough to make your fingers bleed. To save 
you from the anguish of getting 92 game overs, Long-Haired Offender has provided essential tips 
to survival and a detailed walkthrough on seven of the most blisteringly hard missions in the game. 
By Long-Haired Offender 





webs. When he bursts out of the webs wrapped 
around him, press the button that flashes across 
the screen to blind him, and grab his tail. Swing 
him around and launch him into one of the gen- 
erators. Repeat this process to blow up all four 
generators, get Mega Lizard to lunge at you, and 
then complete the Test of Agility that follows to 
defeat him. 
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STEP 1: ENTER THE SUBWAY TUNNELS 
As soonas the mission begins, drop down the pipe 
that shoots you into a series of tunnels that you 

\ Taito m elem UCN ACicele le Am Olina OR CRC eeat]o 

ahead to trigger a Test of Agility. The next area is 
$warming with lizards for you to smash with your 
fists—finish them off and then make your way to 
the subway car. 


STEP 2: DEMOLITION SPIDER-MAN 
Press the button that flashes across to screen, and 
then press and hold that same button to jam the 
subway car into a hole and clog it. A steel beam 
blocking another car can be yanked out of the 
ground to free the car. Repeat this process onthe STEP 2: RETURN TO THE CONSOLE 

car and you will ram it straight through the wall. Enter the room where the thugs emerged from 


and destroy the four structures inside. Reenter the 
Sut ere eee eke room you came from and use the console. Your 
Walk through the crude door you just created and SECU CURR RCA CCuCR rac 
get to the opposite end of the room withouttouch- qo from here. 
ing the water. Use Spider-Man's Web Yo-Yo, flip 
the switch, and then repeat this process two more STEP 3: SCORPION’S GAME 
times and you'll be able to exit the room. Successfully complete the Scorpion mini game by 


battering the waves of enemies to death before 
STEP 4: CLASH WITH KRAVEN _ the timer runs out, and then proceed to the next 
In the elevator shaft, complete the Test of Agil- RTO CRUT CMC Ciive 
» ity, and then proceed through the corridor to bat- 
tle Kraven. In combat, Kraven will clone himself STEP 4: FIGHT SCORPION 
\and show off his shape-shifting abilities, so coun- Scorpion will be ready to impale Spidey with 
ter his tricks with an onslaught of attack combos that massive stinger, so use your Spider- 
while in Rage Mode. After Kraven has takenasig- Reflexes to duck out of the way. Pummel him 
nificant beating, a Test of Agility will arise, and with a hail of attacks, and before long three 
once you complete it you'll be dropped into a pit Tests of Agility, where you'll have to chase 
crawling with his reptilian minions that you need Scorpion across the city, will begin. 
to crush. Finish beating the life out of Kraven and 
use your Spidey Senses when he vanishes. STEP 5: FINISH THE FIGHT 
After this sequence has concluded, you'll face 
STEP 5: MASSACRE MEGA LIZARD off against Scorpion on a bridge. He is vulnera- 
Mega Lizard is waiting to destroy Spider-Man at ble while he’s on top of the cables, so attack him 
the other end of the pathway. Fire your spider when heis. Complete the Test of Strength that oc- 
goo at him immediately to choke his body with curs next and you will be able to use Scorpions’ 
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STEP 1: THUG CONTROL 

Cave in the faces of the thugs at the beginning 
of Mind Control, and then run right through the 
green lasers. This will activate the alarm and bring 
you more hoodlums to beat to a bloody pulp. 


laser tail to destroy the six generators in the area. 
After taking out all of the generators, carrying out 
a final Test of Agility will end this battle. 


MECHABIOCON EXPOSED 





STEP 1: HUNT SCORPION 
Pursue Scorpion through the sewers and up the 
elevator shaft. Wait for him to disable the force- 
field so you can proceed, and then use your Web 
Yo-Yo to squeeze past the lasers. 


STEP 2: CONTINUE THE CHASE 

Jump into the chamber and keep going until you 
reach the area with orange lights. Stay on Scorpi- 
on’s tail, and beat down the thugs that try to stop 
you. Keep chasing after Scorpion and you'll get 
to a crawlspace armed with lasers that you must 
move through to get to another horde of baddies 
NORMA RET CCa eile 


STEP 3: JOIN FORCES WITH SCORPION 
The hulking Rhino is one fearsome enemy, 
and luckily you do not have to face this villain 
alone. After teaming up with Scorpion, wait 
for Rhino to become distracted by Scorpion, 
and then run behind him, wailing on his back- 
side with charged attacks. Each time Rhino 
tries to bat you with a pillar, use your Spider- 
Reflexes to dodge it, and complete the Test 
of Agility to send it back to him. Repeat this 
Wn ei TI Moh mt aYcM TEM Thm oli Colac 


STEP 4: CONQUER RHINO 

Rhino will start charging at you like a crazed bull, 
FYomU MoU ime) Ne (clema tcl cocoon cele [AM OMA EL 
a Test of Agility that will result in you being able 
to ride him: Force Rhino to crash into the wall, and 
UCM M Rem ler RRS) 
state. Complete one last Test of Agility and Rhino 
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STEP 1: FLOG MAD BOMBER’sS GOONS 
Cio ATCO E-Te = oLAL OLR LD 
down in the subway system, and then walk over 
to the table with the plans on it. 


STEP 2: BomMB SQUAD DUTY 
The red markers will lead you to explosives that 








you need to disarm. Deactivate the first bomb and 
then follow the marker to move onto the next. 


Boa 2 e ly Cd SBI EP WTC E Nes 

When the train rolls in, shoot your web onto it by 
pressing the button that flashes across the screen. 
Drop down and neutralize the explosive by follow- 
ing the onscreen instructions, which will require 
you to get through a series of layers. The markers 
will direct you to a wheel that drains the water. De- 
Toth IC RUM a cel 
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Some more goons are loafing around in the next 
room you go into, so give them a thrashing and 
then pull the upper right hand switch twice. This 
will clear the way to the final bomb. Defuse it 
and then press the button that flashes across the 
screen to end the mission. 
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STEP 1: GET UNDER THE BRIDGE 

Hustle your ass over to the George Washington 
Bridge—the first marker is underneath it. There's 
a bomb here that you need to disarm, but you'll 
have to bruise up some enemies in the area first. 


STEP 2: HEAD TO THE FACTORY 

Get to the factory where the explosion took place 
and use the door that civilians are escaping from 
to gain access to the building. 


STEP 3: TURN THE VALVES 

Once inside, fight your way through enemies to 
get to the valve room and then lower the pressure 
by turning all three valves. Proceed to the next 
room, where you'll have to save an enemy and 
then beat him up afterwards. 


STEP 4: BLow UP THE VAT 

Jump on top of the vat and cross the catwalk that 
will take you to another hallway where a Test of 
Agility is. Go through the opening, take care of the 
enemies in the next area, and then use your Spi- 
dey-Senses to spot the yellow cylinders. Start fir- 
TRUM CMON GRC RUT e RR UL Rec Cimols 
the room until it explodes. Stay on the Mad Bomb- 
er’s tail and then complete Test of Agility to finish 
the mission. 
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Thwart the Arsenic Candy goons’ attempt to 


splatter the librarian on the ground by using your 
Spider-Reflexes and swinging down to catch the 
Tele TMC ULM OR Lek 
screen to pull the librarian down to safety. 


STEP 2: VISIT THE MUSEUM 

Delt am alamo) OM MUM Lea cole ane o0 
where a pack of bloodthirsty Arsenic Candy thugs 
are waiting in the lobby for you. Smack them 
around and then go upstairs. 


STEP 3: DEFEND HISTORY 

Once you are upstairs, you need to protect the 
Old Things exhibit from the cluster of Arsenic 
Candy punks who will do their very best to re- 
duce it to rubble. Keep fighting them off until 
none are left standing and you will complete the 
BI ema eel 
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STEP 1: FIND THE DRAGON TAIL VAN 
From the rooftops, track the yellow Point of Inter- 
est to get to the van filled with a bunch of Dragon 
Tail boys. Once you reach it, attack the Dragon 
Tail cronies. 


STEP 2: HELICOPTER ATTACK 

A helicopter will fly in on you, so use a charged 
jump to get above it and press the buttons that 
flash across the screen to gunk up its blades by 
squirting them down with your spider webs. 


STEP 3: HEAD TO THE DEN 

Ayellow Point of Interest icon will show you where 
the van is headed, but you can also use your Spi- 
der-Senses to locate it. You need to get on top of 
the van, disable it, and then press the buttons that 
flash across the screen to remove the hood and 
take out the driver. 


STEP 4: COMBAT THE ORDER OF THE 
DRAGON TAIL 

Go after the chopper and then take the rooftop en- 
trance that’s marked by a yellow Point of Interest 
icon. This is where the Dragon’s Tail den is. Inside, 
scores of enemies will try to jump you, so rough 
them up and prepare for battle against the leader 
of the Order of the Dragon Tail. Spider-Man's 
charged attacks will have devastating effects on 
the body of this boss. 


Spider-Man 3 
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Girls Who Play f : — @ e ° s ; a 


Long-Haired Offender commands you to go 
to GamerHelp.com if you want more video 
game strategies, cheats, babes, and poo 
jokes. Check out this small sample of our 
scorching hot “Girls Who Play” article which 
features several real girl gamers who play 
everything from Pokémon to Gears of War. 
Go online to get your hands on the full article 
and meet the rest of the girls. 
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Favorite Games: Chrono Trigger, Kingdom | 
Hearts, and Zelda 

Are you hesitant about telling guys about | 
your love for video games? 

There’s a guy out there who doesn't play 
video games? I’m never hesitant about 
telling a guy that | love video games, but | 
they do get a little intimidated when I} 
kick the crap out of them in some Mortal 
Kombat. 
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Ashley 
Age: 22 
Affinity 
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Favorite Games: Final Fantasy, Resident | 
Evil, Silent Hill, Guitar Hero, DDR, and ve 
rio Party : 


We heard that you ‘re a fan of the Silent 

Hill series. Have you ever been so freaked 

out from playing that you weren't able 1 to 

sleep at night? | f 

| actually love play ‘in Silent Hill and Be 
Resident Evil at night and then hav- [| 
ing crazy dreams like I’m really in the | 
game. They can j n into nightmares, 


guess | feel like ie games ar training — 
me for a real life zombie attack. 


Katy 


Age: 21 Age: 18 C: 


Sorcery 


Favorite Games: The Tomb Raider series, 
every Final Fantasy, Fatal Frame Ill, Halo 
2, God of War, Resident Evil 4, and both 
Guitar Hero games 


We know you worked at a video game 
store. What was it like working there? 
They hired me even though they had 
no hours available to give me. Hmm...| 
wonder why they wanted me. The most 
amusing thing was when guys would 
come in and ask me if | actually played 

' video games-—|! got that a lot. Eventually | 
would just say ‘No, | prefer to sit at home, 
cook, and prepare myself for mother- 
hood,’ They never really knew how to re- 
spond to that (laughs). 
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Favorite Games: 
Gears of War 


Breath of Fire Ill and 


When did you first get into video games? 
| remember playing Duck Hunt on my 
brother’s NES. | couldn’t ever hit the 
ducks from the couch, so |’d stand up 
right to the TV screen and shoot them. 
Come on, who didn’t do that? 
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WWW.RISEOFTHESILVERSURFERGAME.COM 
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computer entertainment system 
NINTENDOIYS and PLAYSTATION@3 


computer entertainment system. 
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GAME OF THE MONTH 


sare DW aca py 


From our ancestors’ early days as cave dwellers, human beings have always 
CRMs a aU WA Ree Nm Cele er Mee Meee Mile muti (-| 
societal ideas, inside, we are all just quivering primates trying to keep the 
shadows at bay. Yes, we are waxing poetic but that’s what happens when you 
RTCA Me a er Rel mt RUC Troe 
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Edition), but it is, without a doubt, the most interesting, most disturbing, and 
most ambitious title in what was a surprisingly strong lineup. So, while we were 
yy CRU MW Ime me Rie eC A Mah ENS ma Cd 
AMR Ue CIM Mme CMU Mem Cleles tela eam motel ite liad 
resist the lure of The Darkness, a flawed yet intriguing title that captured our 
attention and consumed our souls. Turn the page for Ouroboros’ in-depth 
ose eR oni Ria RUC Celie 
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GAME REVIEWS: 


The Darkness (Xbox 360) 
Final Fantasy II (PSP)... 





Hoshigami Remix (DS)... 
Naruto: Ultimate Ninja 2 (PS2)... 





Forza Motorsport 2 0x 36! 84 Nin en Sign 
Grim Grimoire (PS2)..... 
Harry Potter and the Order of the Phoenix (Wii) 











Each month, members of the GamePro reviews staff will take on your burning questions in 
order to reveal more about what makes them tick. This month, we enter into a random battle 


ys ET TH 3 GAMEPROS! with SonOfTheShiningPath, who expresses his love for Final Fantasy and reveals some 


secrets about Long-Haired Offender’s movie viewing habits. 


ae ee eC Se CRN sme cum cme NA MCU CRE Cus a cons CELA 
stuff out of the way first: what are your thoughts on Guitar Hero? NT TRC eee Ce eee 


What was your first video  |f you could genetically create a superhuman 
PETES Cure made up of equal parts Eddie Van Halen, 
Although | was only birthed Jimmy Page, Rocky Balboa, and King Kong, 
from the womb a year had him pound 500 red bulls, strapped 
SonOfThe before it first appeared in ona 10-necked Rick Nielsen-inspired guitar, 
ShiningPath POCO eae Mn AUR em CE Lag 
NES clearly. | played Mike andletit crank...that’s how hard Guitar Hero 
Tyson’s Punchout! until my cartridge stopped truly rocks. 
working, and then | concentrated my efforts 
towards Contra and Castlevania. Your favorite game of all time is Final 
Fantasy VI. On that note, Chocobos taste 
Cem Cen CRe CMs ulta like chicken: true or false? 


Definitely Final Fantasy VI (FF3 for the SNES). The 

game still stands the test of time as one of the : 

most entertaining games ever released. Speaking of horses, you work pretty close 
with Long-Haired Offender. What's the 

So what's the best next-gen game you've played worst thing about him? 

ETRE ed 


False. They taste like horse meat. 


This is easy. He stinks like vomit, and he 
spends too much time watching movies 
about poo. 


MUM ON: OM ULMER) tL Cle He Cir Lee (-1e 
Holy Santa Claus that game is fun, and extremely 
ive. Now, keep in mind | said the game was 
DSU a MCR elim ea cre mle) oe 
izes the system's hardware to the best of 
eel aA oe ce Cm Lean Dd 
just a great game. You can quote me on that. 


GAMEPRO’S RATING SCALE 


Behind the numbers: 





The best of the best. If you don’t own this game, co 
you should. Think Halo, Zelda, Resident Evil, and pp 
Metal Gear Solid. 


Highly enjoyable, but falls short of true greatness. 
e = Je The Fight Nights and Tony Hawks of the world. 


Approach with caution—try before you buy. 
3 25 —2 50 Enter the Matrix and the Dynasty Warriors 
e e 


games fall squarely in this category. 


Should come with a sticker that reads: 
2 25-1 50 “Warning, contains poisonous amounts of 
e e 


An absolute insult to humanity. 
e ==WJe Kill it with fire and holy water. Games that score 4.50 or higher are awarded 


our coveted Editors’ Choice Award. 


19 
GAMEPRO.com // 2007 // / = 









PUSS clay 





| 


Eat the heart of every bad guy: Your Darkness Level will slowly go up with each 
one, leading to upgrades that let your tentacles survive longer in the light. 


THE DARKNESS 


It may not be the light at the end of the tunnel but The Darkness still manages to shine. 


he last thing you can say about The Dark- 
T ness is that it’s just like every other first- 

person shooter, Based on the comic book 
series by Top Cow Productions, it’s a refreshing 
change of pace in a genre marked by copy-cat de- 
sign and been-there-done-that gameplay. Seriously, 
The Darkness deserves kudos just for the fact that it 
doesn’t involve Nazis or World War Il. But thankfully, 
the game, which was developed by the same studio 
that produced the acclaimed and unique Chronicles 
of Riddick, goes much farther than that. 


SWIMMING WITH SHARKS 

Here's a little Darkness primer for those of you 
who aren't familiar with the comic book series: 
Jackie Estacado is an orphan who is sent to live 
with a mob kingpin who raises him to be a hit man. 
Wow, talk about Father of the Year material. The 
trouble starts on the night of Jackie's 21st birthday 
when Daddy Dearest sends him a nice present: a 
bomb that propels Jackie out of his apartment 
window and down through a skylight. And you 
thought your Dad was a disciplinarian. 





e Studios ® 


The near fatal-incident has a strange side 
effect: it enters Jackie into a forced symbiotic re- 
lationship with the Darkness, a bizarre sentient 
force of unknown origin that treats him like a meat 
puppet to be directed and manipulated. We'll stop 
there and let you discover the rest for yourselves. 

Now, as much such an unholy union might 
bother a self-proclaimed free-thinker like Jackie, 
it does have its benefits, and virtual immortality 
is only the beginning. The Darkness, which, in a 
brilliant casting move is voiced by Mike Patton of 
Faith No More and Mr. Bungle fame, manifests 
by hitting the left bumper button; this results in 
murky tentacles sprouting from your back, two 
of which sport glowing eyes and mouths ringed 
with razor-sharp teeth. True to its name, this filthy 
presence thrives in the shadows, and any time 
spent in harsh light is accompanied by the siz- 
zling sound of its discomfort. Feeding them the 
hearts of downed enemies increases your Dark- 
ness Level, which lets you stay in the light longer 
before you're left vulnerable. 


BECK AND CALL 

While these snake-like dudes don’t do a hell of 
a lot during gun battles, one of the coolest ele- 
ments in the game is the ability to send a lone ten- 
tacle creeping through small spaces to stealthily 
dispatch unwary opponents, unlock doors, and 
explore in relative safety. Slithering up walls, 
across ceilings, through windows, and finally 
taking the face off some poor schmuck is so 
much fun that it’s really hard to fathom why 
the uninventive level layouts don’t take more 





advantage of it. The obstacle-dragging Demon 
Arm you acquire later fares a bit better, since you 
can at least use it to stab yourself some criminal 
kebabs. 

With your evil partner activated, you can also 
see dark portals all over the place, through which 
nasty little gremlins known as darklings can be 
summoned. At first you'll only have access to Ber- 
serkers, an unarmed general-purpose creature 


to be sent on little errands, like moving an ob- 
stacle, or tearing a single villain apart. As the 
game’s chapters progress, you'll gain access to a 
gatling-wielding Gunner that’s sometimes a little 
too happy to just stand around getting shot at, a 
strapped-with-explosives Kamikaze nut-job that’s 
more than happy to blow holes in walls and peo- 
ple, and a Lightkiller who just goes around break- 
ing bulbs so you don't have to. 


Predictably enough, these little creeps will 
disappear in a puff of black smoke if they take 
too much damage, or spend too long in the light. 
They’re loaded with personality, and always seem 
to have something goofy to say, which helps 
lighten an otherwise oppressive atmosphere, 
but, like the creeping tentacle, only rarely does 
their presence become necessary or even terri- 
bly useful. 


LIVING THE DREAM 

With its detailed environments and moody light- 
ing effects, The Darkness is cinematic as hell, to 
the point where you'll forgive the mob clichés, 
stilted dialogue, and awkward gestures. Still, for 
all its evocative atmosphere, off-beat ideas, and 
unique powers, The Darkness doesn’t deliver any 
moments of genuine fright, and it’s hamstrung by 
some mundane design problems. Most notice- 
able among them is the enemy A.|I. which offers 
nothing more than an uncoordinated resistance, 
even at the highest difficulty level. 

Similarly, one might hope that the action 
would come fast and furious, but at least half your 
play time will be spent simply talking to people, 
and then figuring out how to get where you're 
supposed to be next. For a brooding action game 
dripping with atmosphere, it certainly fails to de- 
liver the thrills on a consistent basis. 

However, as strangely uneven, poorly paced, 
and ultimately unsatisfying as The Darknessis, it’s 
worth checking out for its unusual ideas, twisted 
gameplay elements, and uniquely dark atmo- 
sphere. While so many other games are content 
to rehash the same tired old stories and stale char- 
acters, The Darkness at least tries to tread new 
ground, which just proves that innovation is still 
worth something these days. It won't be the best 
FPS game you've ever played but damn it, it'll be 
one of the more memorable ones.—Ouroboros 
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Pros: eas as hell, unique a and 
creatures, nice mix of stealth and brawn. 


Cons: Dipstick A.I., tons of tedious walking 
and talking, uninventive level design. 
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HARRY POTTER AND THE 
ORDER OF THE PHOENIX 


Sco 


& Developer: EA UK 8 Publisher: EA Redwood Shores 








ith the release of the Wii version of Harry Potter and the Order 
W: the Phoenix, | thought | had finally gotten my chance to at- 

tain wizardhood, or to get as close as possible without donning 
a swishy robe and pointed hat. After all, the game’s main draw is the abil- 
ity to wave the Wii Remote around like a wand, which promised to make 
acts like firing spells at Slytherin goons, throwing objects across rooms 
and generally running amuck seem all the more real. 

But instead of fulfilling my wizardly aspirations, Order of the Phoenix fiz- 
zled out like a can of two day old soda. The excitement of waving your wand 
just isn’t there, most notably because you’re stuck casting the same spells 
at the same things, over and over again. And the gameplay, which runs in 
the GTA-like sandbox vein, is engaging but ultimately disappointing. 

You control Harry while Ron and Hermione trail behind. You're given 
the freedom to explore Hogwarts and complete tasks. Mostly, this consists 
of the most mundane uses of magic you can imagine. In a story that is rich 
with evil wizards murdering people and devious political machinations, be- 
ing relegated to fixing pots and cleaning hallways strips away much of the 
glamour in waving a wand. 

Speaking of which, the wand-waving motions are relegated to simple 
up, down, circular or back and forth motions, so while Harry had to be pre- 
cise with his “swish and flick,” you simply get to flick and see what happens. 
It also doesn’t help that wand-aiming is spotty: more often than not, you'll 
be casting blindly. Considering the fact that the Wii Remote functionality is 
the main draw, | was left sorely disappointed. 

It’s painful to see J.K. Rowling’s wonderful story become so disjointed 
and rushed, but of course, licensed video games are almost never about 
the story and almost always about cashing in on the license’s popularity. 
For diehard Potter fans and those who walk away from the movie with stars 
in their eyes, the game will hold some value, but the rest of you Muggles 
should definitely stick to the novels and the power of your imagination to 
get you in a magical state of mind. —T3hPanda 


FUN FACTOR 
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Pros: The wand waving control scheme is 
interesting... 


Cons: ...but it can’t fully compensate for 
what is a rather poor game. 
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Play as any of 3 new fighters, and team up with the AEN Warriors to conquer an empire. 
You won’t want to miss this battle for all the tea in China! 


TAN 
5 iL | te Dp» ws Available Now www.koei.com/dwds 
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FORZA MOTORSPORT 2 


Get your motor running without paying out the nose for gasoline. 





Xbox 360 


he American obsession with automobiles 

might seem odd to those who consider it 

to be just a simple utilitarian vessel, but to 
those who appreciate mechanical power and art- 
ful bodywork, cars get the blood flowing. Playing 
Forza 2, then, is like replacing your heart with a 
turbo charged pump—it is, without a doubt, the 
best racing game on the Xbox 360, bar none. 





New CAR SMELL 

Simply put, Forza 2 delivers. Every car, track, and 
mode generates an unquestionably exciting expe- 
rience at virtually every turn. This next-gen sequel 
to the original Xbox favorite might offer only 12 
environments, and might not stand up to the likes 
of rally racer DiRT in a beauty pageant, but the 300 
plus unlockable vehicles are recreated with a tre- 
mendous amount of detail. 

Forza 2’s physics model is also the most con- 
vincing we've ever encountered, especially when 
it comes to simulating tricky tire behavior. When 
you can actually feel the difference that horse- 
power, tire alignment, and downforce can have 
on your ride, you know you have something spe- 
cial on your hands. 


THE ROAD LEss TRAVELED 

Forza 2 also features an enjoyable RPG-lite twist, 
as every credit you earn by winning races counts 
toward both your career experience and your rep- 
utation level with the particular car you drove. 
The former unlocks manufacturer discounts and 
free cars, while the latter opens up discounts on 


a variety of upgrades. The selection of body kits 
is sorely lacking, even as the number of vinyl lay- 
ers you might slap on your sled hits 100, but per- 
formance parts are represented in force: intakes, 
exhaust systems, fuel lines, intercoolers, turbos, 
superchargers, and more can be analyzed and 
swapped out if you've got the cash. 

Forza 2's 12 environments are cut up into over 
45 tracks, giving you a chance to squeal around 
Silverstone’s Stowe corner, and take ona fictitious 
flat-landed rev-fest through the streets of New 
York City. The tracks aren’t quite as convincing as 
the physics system, thanks to stick figure crowds 
and sterile decorations, but the overall character 
is captured nicely, right down to the sense of panic 
and fear one gets tearing into Laguna Seca’s bru- 
tal signature corkscrew just a hair too fast. Still, 
the small number of actual environments does eat 
away at the career mode’s longevity a little. 


WINNER’S CIRCLE 

Online, Forza 2 raises the bar significantly for ev- 
ery contender that follows with an array of beau- 
tifully implemented offerings. Exhibition races let 
you cruise a single circuit or a full seven-race se- 
ries with full control over a laundry list of settings 
and up to seven friends, but TrueSkill Career events 
let you rack up experience points that carry over 
into the single-player mode, and scheduled tour- 
naments give you a chance to compete against 255 
other entrants. Coolest of all for collectors is an 
auction house that lets you bid on the hottest rides, 
or offer your own for sale. You can even send a ride 
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& Developer: Turn 10 Studios @ Publisher: Microsoft 


to your friend’s garage for free, or upload your fa- 
vorite single-player screen shots to an elaborate 
community website. 

The graphics might not be the mind-blowing 
spectacle some were expecting, and the damage 
model isn’t always exact, but between the plea- 
surable addiction of the long career mode, and the 
undeniable pull of bottomless online play, Forza 2 
isn’t just money well-spent, it’s the best Xbox 360 
racer you can buy.—Ouroboros 


PROS: Convincing physics, n 
outstanding multiplayer 


ear-perfect controls, 


CONS: Too few racing environments, moody 
damage m<¢ 
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NINJA GAIDEN SIGMA 4 


Sony fans rejoice: Team Ninja saved the best version of Ninja Gaiden just for you. 











So 

et’s get something out of the way: | never 
L played the original Ninja Gaiden. Sure, | 
played the original series on the NES and 
SNES but, for whatever reason | never got around 
to playing the amazing 3D adaptation released for 
the Xbox back in 2004. Thankfully, | get a second 
stab at it with the release of Ninja Gaiden Sigma 
for the PS3 and man, was it worth the wait. 


RYU RETURNS 

It may sound strange but I’m glad | never played 
the original because Sigma is quite simply the 
best version of Ninja Gaiden. | took a look at the 
original version just for the sake of comparison 
and it was easy to see what all the fuss was about 
but | was definitely glad | waited for what is with- 
out a doubt the “definitive version.” At its core, 


Sigma is still the same game, but what makes it so 
much more compelling than the original are the 
improvements that have been made. 

For one, the game has received a graphical 
boost, no small feat considering how good the 





original looked. But that was in standard def- 
inition and the high-def boost is definitely 
welcome. Character models have higher 
poly-counts and better texture work, and cer- 
tain FMV cut-scenes have been remade using 
the in-game engine, which really allows the 
PS3 to flex its muscle. Oh, and the frame rate 
is now smooth and consistent as well. 


NexT-GEN NINJA SKILLS 

But for all its refinements, Sigma is still just 
a port of the Xbox games, but that’s fine, be- 
cause the developers followed the “don’t fix it if 
it ain't broke” school of thought. The combat is 
still lightning fast and exciting and the controls 
on the Sixaxis are just as intuitive and tight as 
they were on the Xbox. And that’s important, 
because Ninja Gaiden Sigma is as difficult as 
ever, so if you haven't played in a while, or have 
never played it at all, prepare to see the “Game 
Over” screen quite a few times. 

Those of you who've conquered the original 
should also note the additional content. For one, 
a few side missions have been added that let you 
play as Rachel, the scantily-clad axe-weilding 
fiend hunter. There are also a slew of new weap- 
ons and powers; also, as in Ninja Gaiden Black, 
leaderboards are present so you can gauge your 
ninjutsu skills online. 


HIGH-DEF HACK-N-SLASH 

The only reason to miss out on this one is if you've 
overdosed on the original or Black and just aren't 
up to the challenge of playing through the game 





one more time. The new features are definitely 
welcome but | can see how it'd be stale for expe- 
rienced vets. Nevertheless, Ninja Gaiden Sigma 
is the best version released so far and that’s say- 
ing a lot considering how awesome the other 
versions were. Now, let’s hope Team Ninja is 
working on a sequel because | can’t wait to play it. 
—The Watcher 


FUN FACTOR - 


Pros: Best. Ninja Gaiden. Ever. 


Cons: Included extras might not be enough 
to appease diehard series fans. 
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Aiming your weapons with the Wii Remote takes some getting used ' , 4 
to but once you acclimate, you'll be offing foes with deadly precision. 


RESIDENT EVIL 4 Wii EDITION 


PapaFrog snuggles up to Resident Evil 4 Wii Edition and discovers that the horror never truly ends. 





a 


@ Developer and publisher: Capcom 


s soon as | booted up Resident Evil 4 Wii 
A Edition, | felt an overwhelming sense of 

déja vu: The graphics looked almost identi- 
cal to the Gamecube version and the extra content 
was already available on the PS2. | thought the only 
thing different in the game was the motion sensing 
controls on the Wii Remote. And you know what? 
| was right, and | thought that it would equate to a 
boring, been-there-done-that experience. Oh, how 
| would come to pay for my small-mindedness. 


A Wii REMOTE TO REMEMBER 

See, the Wii Edition’s control scheme is nothing 
new or revolutionary. The analogue stick on the 
Nunchuck moves Leon while the Wii Remote aims 
weapons and executes attacks. In scenes where 
Leon must dismember a giant Las Plagas or shake 
off villager attacks the Wii Remote must be shaken 
rapidly, while the timed games require the same 
precision button presses from before. Using the 
knife is as intuitive as slashing the remote horizon- 
tally through the air. Every movement is exactly 
what | thought it would be. 


ooo 


But the controls do so much more than that. 
It affects the pacing of the game and lends to the 
creepy ambiance that always works so well in Resi- 
dent Evil games. When | found myself cornered in 
a small room with a chainsaw wielding maniac, my 
pulse increased, | found it difficult to aim my gun 
and | became overwhelmed with the urge to run 
and hide. This is the first game I’ve played on the 
Wii where the physical, hands-on nature of the Wii 
Remote and Nunchuck actually drew me in deeper 
to the reality of the game. 


SAME DISEMBODIED HEAD, 

NEW GOOEY CENTER 

In fact, although | played and beat both previ- 
ous (GameCube and PlayStation 2) versions 
of the game, the Wii's control scheme helped 
make this version feel like an entirely new expe- 
rience. At first | felt let down by the lack of im- 
provements in the graphics, but this is Resident 
Evil 4 we’re talking about: once | got past the 
initial disappointment, the deep gameplay, the 
creepy atmosphere, and the finely tuned action 
took a hold of me like a zombie hand reaching 
up from a freshly dug grave. 

The fact it’s value priced is just the cherry on 
top. Had Capcom tried to charge full price, it would 
have had a legion of upset fans banging at its door- 
step, so the budget price tag was an ingeniously 
diabolical move all around. Yes, the lack of new 
content is disappointing and there is a rather steep 
learning curve to overcome before aiming with the 
Wii Remote becomes second-nature, but come on! 
Marrying an innovative control scheme to the best 
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EDITORS’ CHOICE! 


survival action game ever 
and offering it at a bargain 
price is something even 
the most brain-dead zom- 
bie can get behind. Isn't it? 
—Papa Frog 


. 
Me 


Pros: Intuitive controls that add to overall feeling 
of terror. 


Cons: Lack of new content is disappointing; 
no noticeable upgrade to graphics. 





GRIM GRIMOIRE 


ESRB: E10+ 


8 Developer: Vanillaware @ Publisher: NIS America 
hen we heard the concept behind 
Grim Grimoire, a PS2 real-time strat- 


WW: game done in a 2D side-scrolling 


world, we were seriously intrigued. The concept 
sounded so outrageous, and yet so bold, that we 
couldn’t help but take notice. We knew that if the 
developers pulled it off, it could possibly give 
birth to a new and exciting sub-genre. Sadly, Gri- 
moire falls way short of expectations and delivers 
a mess of a game that ignores RTS fundamentals 
and fails to add new ones. Oh well. 


HARRY? IS THAT YOU? 

The story of Grimoire will sound familiar to anyone 
who’s read a fantasy novel in the past decade: Lillet 
Blan, a young wizard, arrives at a magic school and 
goes through a series of trials, all while meeting 





the various quirky wizard teachers. Alright, we can 
live with the derivative story—most video games 
have one—but what we can’t live with is the non- 
sensical dialogue and the flimsy plot progression. 
Tied into this is the mission design, which is repet- 
itive and boring. Every mission follows the most 
primitive RTS convention of “build your base, 
scour the map, kill the enemy.” 

At least the game looks good. It features a nice 
hand-drawn art style, and the creature design is 
cutesy and imaginative. The maps, however, all 
look the same, with repeating textures, hallways, 
columns, and staircases—it seriously looks as if 
the entire game takes place on the same map. 
Also, foreground features like archways and col- 
umns constantly obscure your units, making it dif- 
ficult to find and select them. 


RTS 101 FLUNKY 


Compounding the game’s problems are the con- 
trols, which are as clunky as you'd expect them 











“| care more about the 
fight for first place 
between Core 
Microarchitecture vs. 
Radeon X800 than 
the World Series or 
the Stanley Cup.” 


s the scary part. Three days 
later, he was found, cruelly tortured... 


to be. The designers obviously weren't up to the 
challenge of developing a system that would 
compensate for the PS2’s controller. A lot of 
shouldn’t-be-missing features are also conspicu- 
ously absent: rally points, an idle worker button, 
unit grouping, and draw-a-box unit selection. As 
any RTS vet will tell you, the ability to interact with 
your units in an intuitive manner is the single most 
important facet of the genre and Grimoire simply 
fails in this respect. 

Granted, there are some compelling features 
in the game. Building up the tech-tree is fun, and 
there’s nothing like commanding a dragon that 
takes up most of the screen and lumbers across 
the map, shaking the screen and your control- 
ler. But at the end of the day, Grimoire falls far 
short of its potential. It could have innovated, or 
at the very least, reinvigorated the console RTS 
genre, but instead, it only achieves a certain level 
of mediocrity. Take a look if you’re curious but if 
you're serious about your console RTS games, 
go play Command & Conquer 3 on the Xbox 360 
instead.—World of Forms 





Come get your geek on. 


UAT is a community of geeks—passionate 





FUN FACTOR seekers of knowledge and truth in an 
ever-expanding universe of technology. 
Oe | 
®@ Ve i DIGITAL ANIMATION GAME PROGRAMMING 
dade tlied aed sli) sn DIGITAL ART AND DESIGN NETWORK ENGINEERING 
Pros: Cool art style. Unit design is interesting. DIGITAL VIDEO NETWORK SECURITY 
Has some potential. GAME DESIGN SOFTWARE ENGINEERING 
Cons: Awful controls and poor design makes ARTIFICIAL LIFE PROGRAMMING WEB ARCHITECTURE 
for a disappointing play experience. COMPUTER FORENSICS ROBOTICS 
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FINAL FANTASY II 
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w Developer and publisher: Square Enix 
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ounding out Square Enix’s lineup of Anni- 
Re edition re-releases, Final Fantasy 

Il gets a nice generational upgrade to save 
it from the 8-bit cemetery. While it isn’t quite as 
amazing as the FFI Anniversary Edition, it’s still a 
fun title that is definitely worth checking out, espe- 
cially if you missed the boat the first time around. 

The story isn’t anything new—orphaned chil- 
dren fighting against an evil empire, yada yada— 
but it holds up nicely anyway. The beautiful visual 
style also helps push the game out of the realm of 
RPG dinosaurs, and it’s nice to see your charac- 
ters emote during conversations. 

| should note that it takes much longer to grind 
through stat levels and attributes in FFIl because 
you're required to make some tough choices 
when it comes to character progression. For in- 
stance, if you want a character who excels at cast- 
ing magic, you'll have to consistently cast spells. 
Unfortunately, this will lead to a character with 
under-developed weapon stats, which limits their 
usefulness in battle. The system takes a little time 
to adjust to but will eventually become bearable. 

Also, I’m confused as to why Square Enix left 
out the “save anywhere” feature from many of 
the dungeons. Often, | would find myself coming 
across an extremely powerful enemy who would 
lay waste to my adventurers without breaking a 
sweat, and just like that, all my dungeon hacking 
effort was gone down the drain. 

These complaints aside, Final Fantasy Il is yet 
another great addition to the PSP’s slowly improv- 
ing library and really shows off the care and at- 
tention that Square Enix puts into its remakes. 
Now, bring on the remake of Final Fantasy VII 


mee 


OUT OF 5.00 


ime 
ah 
Pros: Nice upgrades in almost every department. 


Cons: Leveling system is confounding. Inability 
to save anywhere in dungeons sucks. 
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NARUTO: 
ULTIMATE NINJA 2 
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@ Developer: CyberConnect2 





# Publisher: Namco Bandai Games 


aruto: Ultimate Ninja 2 is, at first glance, 
N a simple fighter in the vein of the DBZ Bu- 

dokai and Super Smash Bros. titles. It 
seems squarely aimed at the younger crowd but if 
you delve deeper into its secret ninja ways, you'll 
find a well-rounded and entertaining fighter that 
even hardcore gamers will enjoy. 

Ultimate Ninja 2 follows the events of the 
anime series pretty closely so if you’ve kept up 
on the show, you'll be able to follow along. Don’t 
worry if you haven’t, though: the dialogue does a 
good job of explaining the story. Either way, the 
game is a perfect recap of the Naruto anime series 
and fans will get a kick out of controlling their fa- 
vorite character in insane ninja battles that mimic 
the frenetic action of the cartoon. 





Thankfully, the controls are simple—there’s 
only one attack button, for instance—but the 
fighting system is deep and robust. Take the 
time to delve into the guts of the game and you'll 
definitely be rewarded as you pull off counter 
attacks, special moves and super maneuvers. Un- 
fortunately, battles will degenerate into straight 
button-mashing affairs where all you have to do is 
beat your opponent to a pulp. Some battles come 
with conditions that manage to tightrope walk 
down the fine line between being challenging and 
frustrating; you'll curse at the television at least 
once while playing Ultimate Ninja 2. 

For series fans, this one is probably a no- 
brainer, but even if you've never watched the 
show before, you might want to give this one a 
spin. At the least, it'll keep you entertained while 
you wait for Smash Bros. Melee to hit the Wii. And 
you never know: you might just find yourself tun- 
ing in to see what the television show is all about 
as well.—Keep’em Gessin’ 


FUN FACTOR 
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Pros: Lots and lots of ninja action... 


Cons: ...that can get repetitive and frustrating 
after a while. 


HOSHIGAMI REMIX 


Eas 


# Developer: Arc System Works 
= Publisher: Aksys Games 


s the name suggests, Hoshigami Re- 
A mix is a remake, of the PlayStation 

turn-based RPG Hoshigami: Ruining 
Blue Earth to be exact. From previous expe- 
riences, we know that remakes can go one 
of two directions: they can either be a faith- 
ful recreation with enough new elements to 
make it worth revisiting, or it can be a waste 
of time and money. But rather than repackag- 
ing the old game and calling it a day, Remix 
boasts new characters, missions, music, and 
a revised interface. There are even three dif- 
ferent difficulty settings to choose from this 
time around. And yet, when we hunched over 
our DS and got downto business, it felt like we 
were back in 2001. 

We won't waste your time going over Hoshi- 
gami’s ins-and-outs; let’s just say it was a halfway 
decent turn-based RPG with some interesting ele- 
ments that made it an okay game to play. Unfor- 
tunately, the same can be said for the DS remake. 
The new content is a mixed bag and doesn't really 
do enough to make this version worth your time. 
There are some cool features—the Wi-Fi item 
trading, for example—but ultimately, Hoshigami 
Remix plays like a port rather than an update. And 
with no quicksave option during battles, it doesn’t 
lend itself to “portable” gaming where the ability 
to turn a game on and off quickly is a must. 

For hardcore strategy RPG fans and fans of 
the original, Hoshigami Remix will probably hold 
some value, but for the rest of us, it’s one trip 
down memory lane that we can, and probably 
should, skip.—AJ Glasser 
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Pros: It’s a solid turn-based RPG title... 


Cons: ...but not one we need to revisit again 


for a second time. 
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GamePro reviews all the hottest new games as well as top current hits. For more the full 
review, trailers, screen shots, and the best prices, please visit WWW.gamepro.com 























Mario Party 8: “The more people you get involved, the better [it] becomes.” 
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Super Paper Mario: “A nice diversion until Super Mario Galaxy is unleashed.” 
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QUESTION 


OF THE 


MONTH 


Ahoy_and_Avast 


TRICKS OF THE TRADE 

Q: I’m a college student right now, and |’m 
considering going into the field of journalism. 
You can probably guess where this is going: 
\'m looking into video game journalism. What 
do | need to get into this field or what exactly 
you guys do? Obviously, you deal with video 
games but what else do you do? 


Ahoy_and_ Avast says: Video game journal- 
ism is in a strange place right now. We're 
not yet considered a “legitimate” medium, 
and we video game journos don’t enjoy the 
same amount of credibility as newspaper 
and magazine writers. In short, our work 
isn't considered “serious” journalism. 

There are a ton of professionals working in 
this field who didn’t study journalism in school 
and are doing just fine. This isn’t to say that a 
degree in journalism will hurt you. Pursuing the 
degree will probably help you hone your writ- 
ing skills and your ability to meet deadlines and 
such, which are both valuable skills to have. 

What will help you be successful in this 
field is a passion for video games. You also 
have to be a great writer and hard working—the 
popular misconception is we editors sit around 
and play video games all day. If anything, video 
game magazine editors probably play fewer 
games on any given day than you do. 

As for our daily duties, remember that we 
are “editors,” so there's a lot of editing and re- 
writing. We're also responsible for adminis- 
trative duties, attending meetings, generating 
new ideas for articles, maintaining relation- 
ships with PR reps...the list goes on. Regard- 
less of whether or not you choose to pursue 
your journalism degree, being a talented writer 
with a passion for video games will definitely 
get you started on the right foot. 





SPACE 


i Now that we know Blizzard is 
working on a new Starcraft game after revealing 
a few tidbits at the Blizzard World Invitational, we 
may not be hearing anything about Diablo for a 
while, which is unfortunate. Still, Blizzard is likely 
working on Diablo 3 if their jobs board is any indi- 
cation. Hopefully we’ll get more news at the new 
E3 or E for All convention, otherwise I’m going to 
trade in all my SOJs and call it a day. 


Th That all depends. From what 
I’ve seen of the game, the only major difference 
between the two versions will be in the controls. 
Capcom will throw in a few extras here and there 
to beef up the Wii version, but for the most part, 
the two games seem to be very similar. 

For those who don’t own the original, buying 
the Wii version will likely be a no-brainer. If you 
own the GameCube version, you might have less 
incentive, though the Wii version will be sold at a 
reduced price. Either way, Resident Evil 4 is such 
a great game that any excuse to play through it 
one more time is welcome, right? And don't for- 
get that Resident Evil: The Umbrella Chronicles is 
coming to the Wii soon, so keep that on your ra- 
dar as well. 


| doubt it was a motivating 
factor. The Wii Remote was more Nintendo’s at- 
tempt to move the user interface portion of gam- 
ing forward, or sideways, depending on how you 
want to look at it. I’m sure it was one of those ser- 
endipitous things that just sort of worked out. But 
let’s not get ahead of ourselves. It isn’t like the Wii 
is breeding a generation of buffed up super kids or 
anything. It’s great that they're not sitting on their 
butts mindlessly pushing buttons but the Wii will 
never replace good old fashion exercise, so you 
kids put those controllers down and go take a walk 
or something every now and again, okay? 





“One time...! haven't left yet.” 


On how often he’s been 
on GamePro.com 


eI eY aA 
Status: End Boss 
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|JAWESOME THREADS| . 


Kojima Productions has pretty 
much put everyone on notice that it is driving its 
creative forces full speed into the PS3 era. Metal 
Gear Solid 4: Guns of the Patriots will be for PS3 
only; it will not appear for PS2. You never want 
to say never in video games; there’s always the 
chance that Konami may come out with some sort 
of Metal Gear compilation for PS2, but it’s also pos- 
sible that the PS2 has seen the last of Solid Snake. 





The next time you see Ken he'll sport an HD 


makeover in Super Street Fighter Il Turbo 
HD Remix for Xbox 360. 





If you are referring to Street 
Fighter Il: Hyper Fighting, which was released in 
August of 2006, then no. That game was not re- 
formatted for HD. Super Street Fighter Il Turbo HD 
Remix (say that five times fast), however, is be- 
ing redrawn pixel-for-pixel in HD pleasure and is 
scheduled for a release some time this fall. 





“A Horde healer will actually 
heal you in a BG whereas an 
Alliance healer will try to go 
DPS and just watch you die.” 


WoWGamer 
Status: n00B 


On why Horde is better 
than Alliance 





















Have you been playing the Halo 3 beta? 
I'm totally addicted: 


| play a few rounds here and there: 


| haven’t played it, but | want to: 


“Don’t buy [Diablo II], really just buy Warcraft Ill and 
Frozen Throne, do not buy this game. You will hate it | haven't played it and | couldn’t care less: 


by one week atthe most. 






~~ GP Pulse 









| We recently ran a haiku contest on GamePro.com to give away 
| anew Halo 3 Zune. We're highlighting five of the better entries 
for this month's Challenge but check GamePro. 
com for the ultimate winner of the Zune! 


“RUNNER-UPS* ir Your hot picks as decided by 
Four letter words fly GamePro.com 


= r Just as much as spike grenades 
This is Xbox Live 








Ctrl_Alt_Destroy 
Status: n00B 


in? | may have just died, 
eee One 


But did you notice your leg? 
Status: n00B yo y g 





Glowing blue: Goodbye! 
steve1214 


You say “man cannon. Status: n00B 


| say “sniper’s paradise.” There’s no love online. 


She'll frag you like any other 


*cock* PULL! *killing spree* 





Bullets aren’t roses 


dannonhill 
Status: Hero 


Every month, hun- 
ol ToS los x Bank account is dead, 
take the GamePro 
Challenge. Find it e J it) 9) 
at: gamepro.com/ That’s not a helmet?! Kailat 1 De peg ae 
community. This —_—————————  status:no08 nn 
month’s Challenge - 2 a V pa pe pee VT) me, Y. a 

er, Gibby4014, " 
receives Scarface: The World is Yours 
(Wii). Experience the world of Tony 


Montana in a whole new way! 


One twenty-nine ninety-nine... 





f 


It never gets old. 





Sniping you as you reload. 


e Your mom is calling. 
jacpac9511 


Status: n00B 





On which handheld is the : On which is better: 
best ever released 720p or 1080i 
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TO AE. 
You write, we respond. 
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HEAD 





MAcs ARE PEOPLE, Too! 

What will it take to get developers and publish- 
ers to make more PC games Mac and OpenGL 
friendly? | mean, they’re losing a lot of potential 
customers to console games by not doing that, 
and in a few years they'll loose even more as 
more and more people get tired of dealing with 
Microsoft and don’t want to switch to Vista. 

Yeah | know the whole idea that Mac doesn’t 
have proper video card support and stuff, but 
that’s simply not true. The hardware is there, 
but the drivers just aren’t always the best. If the 
game industry came over, the hardware and driv- 
ers would, too. Essentially the Mac is just an OS 
designated PC. So that should make it even easier 
for developers to make sure bugs are gone in the 
Mac environment because the hardware isn’t as 
diverse. The majority of Macs are used for work 
and design. | think we deserve a little fun. 

David Handy—Turlock, CA 


RUMBLE RUMBLINGS 

| heard Sony settled its court case with Immersion 
over using rumble in the PS3 controller. Does this 
mean Sony will give us back rumble feedback, de- 
spite their claim that they don’t need it? | mean, all 
it could do is enhance the already awesome PS3 
controller, shouldn’t they add it back in? 

Mike J.—Wareham, MA 


The Watcher responds: Officially, Sony says it is 
working with Immersion to “explore” future prod- 
ucts that will include vibration technology. And 
“yes” they should bring back the rumble! 
MOARDING Wiis Is GooD 

| am sick and tired of people complaining that 
stores “hold” systems, especially Wiis, for adver- 
tised sales. Yes, companies have their reasons for 
doing this. | workin a retail store, and | know many 


ao tts uk 
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GUITAR HERO II XBox 360 BUNDLE 


The Letter of the Month winner 
will receive the Guitar Hero II 
bundle for the Xbox 360. Rock on! 






i 


Jennifer F ison 


cri rOusS 


of them. But if you put those aside and actually 
think for a minute about what holding them does 
for gamers, maybe you wouldn't be so angry. 
Most stores (with Electronics Boutique games 
being an apparent exception) don’t have an exact 
date for delivery of their console allotments. The 
best many stores get is a range, usually within the 
span of a week. Even if they have an exact date 
that doesn’t guarantee that the shipment actually 
will arrive on time. So if stores sold Wiis as soon 
as they arrived, only the lucky few who happened 
to be in the store at the time would get the sys- 
tems. But if the same store holds the Wiis for a 
week or even two for an advertised sale, custom- 
ers have a better chance of making a purchase be- 
cause they can plan to be at the store at that time. 
So don’t hate retailers because they decide 
to hold game systems. Instead, you should thank 
them for giving you a fair shot at getting one. 
war02orc—Mechanicville, NY 


Wiggins, MS 


SES 
ay 


| read an interview with Randy Pitchford from 
GearBox Software, in which he stated that all 
sci-fi games are basically stolen from the movie 
Aliens. It confirmed what | suspected all along, 
that the vast majority of developers, especially 
Americans, lack any real creative vision. That's 
why there’s a glut of games we've seen too many 
times before. 

And obviously, this is a business. To sell their 
games, publishers cater to casual gamers, who 
overlook games that offer something different 
for dumbed down but familiar products. It’s been 
shown in other areas of entertainment that, when 
you focus too much on the business side, you end 
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up with a ton of mediocre product that may ap- 
peal to people at first but eventually makes them 
tune out. 

That’s why bands like Led Zeppelin will be 
around forever, while boy bands fall by the way- 
side. Hopefully the videogame industry will stop 
offering up the equivalent of the Back Street Boys 
before it’s too late. 

Erin Hoffman—St. Paul, MN 


HEH, HEH...PULL My FoRZA 

Yeah, that Forza Motorsport 2 ad in your June is- 
sue was real sensible; it made my whole magazine 
smell like barbequed dog crap once | opened the 
flap. You guys know what I’m talking about. 
Nancy Olivares—San Antonio, TX 


The Man in Black responds: We don’t [hack, hack] 
know [wheeze] what you’re talking about [phew]. 
We love the smell of a Nissan Farlady Z's burnt out 
Toyo Prozes R888 racing tires in the morning. 





I'm a big fan of the Metal Gear Solid series. Be- 
cause itis such a popular franchise | was surprised 
MGS4 wasn’t released when the PlayStation 3 
came out. How much longer must | wait? 

Lenny Porter—Burton, New Brunswick, Canada 


Our best intel has Metal 
Gear Solid 4 preparing for November release this 
year...and we can’t wait either. Check out our cover 
story. 


When is Hasbro going to wake up and release 
the rights to G.I. Joe to game developers? Clearly 
there has been a void in the gaming world with- 
out these great characters. Who wouldn't want to 
hear “Yo, Joe!” and “Cobra!” coming across their 
surround sound system or play the G.I. Joe FPS, 
RTS, or RPG? I've been waiting ever since the G.I. 
Joe game came to the NES. | am calling you out, 
Hasbro, let us have our beloved G.|. Joe games or 
face the wrath of Cobra! 

Mike, a.k.a. The Video Game Maniac—Columbus, 
OH 


The Ahhh, G.I. Joe: A Real Amer- 
ican Hero by Taxan for NES! 


I'm wondering about the release date for The Leg- 
end of Zelda: the Phantom Hourglass (for DS). 
Your June issue #225 says it’s releasing in the 
fall and at my local GameStop where | reserved 
it, they said it’s coming out in June. ls GameStop 
wrong or does “Fall” mean “June?” 
Parker—Avon Lake, OH 


Well, GamePro is correct, of 
course, Phantom Hourglass is due out in October, 
but pity GameStop. We get questions like yours all 
the time. Published game release dates are notori- 
ously unreliable due to a ton of behind-the-scenes 
shenanigans that include changing production 
deadlines, missed waypoints, altered sales strat- 
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This month's winner receives 
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egies, and botched shipping schedules. If you're 
eagerly anticipating a game, you should regularly 
check release dates at GamePro.com, the publish- 
er’s website, and other information sources. 


Nobody’s perfect, and 

sometimes even the 

GamePros make mis- 

takes. For instance, 

at the end of the Halo 

3 feature in the July 2007 issue, 
gremlins got into our system and 
reversed some of the numbers to text 
Halo 3 on your cell phone. The correct num- 
ber is: 59479 (we encourage you to try it with 
other codes listed in this issue). The guilty 
parties have been punished (and sentenced 
to a 24-hour Bullet Witch play marathon). 


| have fallen in love with your magazine since my 
mom first gave me a one-year subscription for 
Christmas. | have to admit that at first | didn’t like 
your mag; | used to think it was crappy. But once | 
took the time to really read GamePro | recognized 
its true greatness! Now | believe GamePro is the 
best gaming literature there is. 

Giovanni Maldonado—Kissimmee, FL 








Hey, GamePro, |’ve been reading your magazine for years and years, like 400 years now. It’s great—keep 
up the good work. But have any of you ever used your older issues as fly swatters or place mats? | know 
| have, but without disrespect since | have more than one copy of the same issue. 

Mike Maxin—Via Letters@GamePro.com 


A rolled up GamePro makes a devastating bug killer, and Atomic Dawg (who just 
turned 400) once won $1 by betting a guy he could beat him at ping pong using his GamePro as a paddle. 
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The Art Attack! winner for this issue will receive 300 
on DVD. Based on Frank Miller’s epic graphic novel, 
300 assaults the screen with the blood, thunder and 
awe of its ferocious visual style. The 2-Disc Special 
Edition and Hi-Definition versions are loaded with 90 
minutes of thrilling extras. Own it July 31. 


SSO DOL BY REEL 


Next month's winner 
rt Attack! winner for the August issue will receive 
ted version of The Number 23. Jim Carrey stars 
in this "(Jeffery Lyons, 
NBC) tha a nto obsession” 
(Pete Hammond, Maxim)! DVD available July 24 in theatri- 





cal and Unrated versions 


Name: James Chung 





Y-Jale UML el ar: a@ 
GamePro magazine ¢ Art Attack 

501 Second Street, Suite 114 

San Francisco, CA 94107-1431 
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All art becomes the property of GamePro magazine. 
lie V CR UC eC et Lee LC OAC Lg 
photocopies or digital scans 


Age: 31 N 
URL: http:/tokokun.deviantart.com om 
Favorite Artists: Hayao Miyazaki of 
Favorite Comic: Nausicaa of the Valley of Wind - H 
Dream Job: | am working toward becoming a Diretor/Creative Director | 
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Unbelievably 
Great 
Test Drives 





ww.EforAllExpo.com 
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MicRosortT—XBox 360, PC 

Strange disappearances, dissociative identity disorder, insomnia, and tornados— 
powerful, rip-you-a-new-one kind of tornados—make Alan Wake an instant NV 
catcher. Reminiscent of Steven King’s novella Secret Window, Secret Garden, Alan 
Wake is a talented best-selling author struggling with the disappearance of his 


beautiful wife. Only the twist is his wife vanishes in circumstances similar to his 
book—a psychological thriller. 
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_ Fantastic Pour. J 
Want to look super? Some studies suggest that ra who choose milk 
instead of sugary drinks tend to be leaner and the er in milk helps build 
muscle. Staying active, eating right and drinking 3 glasses a day of lowfat or 
fat free milk helps you look your best. That’s no stretch. 


bodyzmilk 


rt www.bodybymilk.com 
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“BioShock hos” 
GAME OF THE YEAR 





material written all over it.” 

Oia ers A genetically enhanced shooter. 
bioshockgame.com 

Blood and Gore eae eer 


Drug Reference 


Intense Violence 
Sexual Themes 
Strong Language 





SINVIDIA 
ET's MEANT TO BE PLAYED J 





for Windows 


